
WHICH WEAPONS WORK? 


Can you see those five little 
bars in the top right corner 
of the display? Well, they 
relate to the five different 
weapons systems you have 
on board your craft. They 
are, from top to bottom: 

* Single fire. A standard 
laser cannon, that doesn't 
do anything fancy at 
all. What a shame. *1 


* Double Fire. 

Just like the j^j 
single fire, <*g< 
except it fires 
in two slightly 
different directions, 
giving you a much 
wider firing range. 


• Triple fire. The best can¬ 
non of the lot. This gives 
you massive destructive 
power. 

* Homing Missile. Tracks 
the nearest enemy, and 
takes them out with the 
greatest of ease. Very easy 
- and very satisfying. 

• Shield. You have a 
shield which you can 
R switch on and 

off when you 
Iflike, provided 
pH your ship has the 

P energy to keep it run- 
I ning. Make sure you 
save it for when you really 
need it! 


(Above) Just two shots from the mammoth opening sequence. 
Unfortunately the frame only fills a third of the screen, but the images are 
so impressive that you start to realise that, well, maybe size isn't important 
after all. Still images can't do this any justice - you really have to see it run¬ 
ning. Buy a CD32 and a copy of Microcosm - you'll see what I mean. 


In each level, you need to find a robot drone to kill, one of which will look 
just like this. Every other bad guy in the game will die with one or two hits, 
but these take ages. Not only do you have to hit them in exactly the right 
place, but they also fire back all the time. (Old shoot-'em-up hands may 
recognise this as an 'end-of-level' guardian.) Still, who said being a liv- 
ing antibiotic was easy? I'll never grumble about a paracetamol not 
working fast enough again. 


For pretty much most of the game, you are fly straight down 
preprogrammed paths, blasting the aliens that loom out of the darkness. 
Occasionally the firing will stop, however, and you get to steer the ship a 
bit. This happens at junctions in the level, and swinging as hard as you can 
in a certain direction lets you steer down to a different part of the level. 
This adds a maze element to an already frantic blaster, and is nothing more 
than the game designers making life that little bit harder for no real reason. 
































































All through the game there are 
gorgeous animated set pieces, like 
this one, which happens when you 
die. When your ship has taken so 
much damage that it can't stay 
afloat it careers off the walls 
around you before bursting into 
flames, with you shown inside, a 
look of panic across your face. 
Could this be the first time that a 
game makes you feel sorry for 
yourself when you die? 


The first thing the bods at Psyggy 
did when they started to design 
the CD32 conversion was scrap all 
the crap bits from the FM Towns 
original and add some of the more 
spectacular moments from the 
Mega CD. Gone are the set piece 
shoot-'em-ups from the original, 
replaced by some roller coaster 
rides through some really twisty 
bits of the body. Forget the Big 
Dipper and climb inside the Big 
Intestine! 


Just like Racquel Welch said, "Uh, 
there's a big lump of blood after 
me. And look, it's being followed 
by a glob of phlegm". Well, 
perhaps she wouldn't have put it 
quite like that, but you will when 
you start facing some of the organ 
ic horrors this game has to throw 
at you. If that isn't enough, there 
are more than a few robotic ene¬ 
mies thrown into the bloodstream 
for the hell of it to make your life 
just that little bit harder. 


c 


The brain is easily the 
best looking part of the 
game, and it also forms 
the last level. However, 
those nice people at 
Psygnosis thought it 
would be a shame for all 
those people who just 
can't hack it not to be 
able to see it, so they've 
made it one of the earli¬ 
er levels as well. You 
start racing around in 
the right hemisphere of 
the brain, but find that 
the one guy you're look¬ 
ing for is in the left, and 
so have to trudge all 
round the body to get 
to the other side of the 
cranium. 


LEVEL 

HEADED 


■* in Pull up your biol- 

m ogy charts and 

prepare to take a 
My trip through the 

W jn squishiest bits 

® known only to 
surgeons. Here 
are just some of the places you r re 
going to have to fly through. 

* The Brain. This comes in two halves r 
and is easily the maziest part of the 
entire game. Have you ever tried to 
map out the canals of the brain? 

* The Veins. Long, straight channels 
through the body, branching out here 
and there. These connect you to the 
rest of the levels. 

* The Bones. Flying along the inside of 
the bones? These form the backdrop to 
a chase scene, 

where anoth- ■■ v ^ • -II 

er ship leads / ^ 

you to the t : FzlZt: 

bad dude at j 

the end* t ■ JF:*® ** 


* The Heart. A “ 0 - 

heaving, pump- 

ing zone, with . 

more twists and turns 

than the back streets of Finsbury Park. 


■■■■ 








































No, there aren't going to be any floppy 
versions at all, so you'll just have to wait for 
the CO add-on to appear. Psygnosis would be 
happy to release a floppy version, but only if 
people will pay for the 500 disks it would 
require, and don't mind a bit of disk swapping 


A600 


The controls work more or less as you would expect them to. The four way 
controller moves your ship about, one of the buttons fires the currently 
selected weapon, one changes the weapon, one turns your shield on and 
one turns it off. One of the top buttons also brings up a map screen which 
draws itself, and one brings up an energy distribution screen that lets you 
move all your shield energy into your cannon to improve its capabilities. So 
you can't plug a joystick in unless you're got a six button one. Tough. 


One thing the game makes excellent use of is live action footage. No these 
people aren't rendered, they are actually some of the graphic artists who 
worked on the game. Shot against a blue screen in Super VHS, the images 
were cut out, degraded a little and then mixed onto a computer generated 
backdrop. Looks good, doesn't it? 


Well, as you can tell, l r ve been com¬ 
pletely blown away. Anyone who 
moans that CDs don't offer much in 
the way of new technology should 
get their leering gear round this. 

A/lassive congratulations have to go 
to Stewart Sargaisson, Richard 
Weeks, Pete Marshall and everyone 
else who has spent so much time 
taking a substandard FM Towns 
game with some nice graphics and 
turned it into THE CD32 game to 
have. Microcosm is the best looking 
Amiga game ever, without shadow 
of a doubt. But it takes more than 
nice graphics to make a good game 
so thankfully, Microcosm plays 
almost as good as it looks. By chang¬ 
ing the perspective on the game from 
first person (as the FM Towns game 
was) to third person, the playability 
has increased tenfold, and you are 
left with a blaster that is still great fun 
to play once you've got over the gor¬ 
geous graphics and dynamic soundtrack. Obviously it 
would have been nice to see more levels in there, but 
that's mainly because I'm greedy, never satisfied and 
would have loved to see how they would have shown 
other parts of the body. How about a Microcosm 2 - 
Journey Through The Unmentionables? If you're fed up 
with shovelware, and think you should be getting more 
for your machine than A1200 ports with CD soundtracks, 
then it's time to get your wallet out. Mario sold the 
SNES. Sonic sold the Megadrive. Nemesis sold the MSX (a 
bit). Microcosm will get the CD32 the sales it really 
deserves. 


Just because you're always flying through tunnels doesn't mean you fly 
straight. The levels are full of more twists and turns than a Number 19 on a 
Sunday night, and it can be quite disorientating at times when you start 
m getting thrown all over the place. Thankfully the sprite positions are 
independant of the backdrop, so it doesn't affect the playabilitv at all 
It just looks great. 
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once, if you make a second trip 
from one spot to the other you sim¬ 
ply skip the section and arrive 
straight at your destination. 

There's a bonus two-player sub¬ 
game to be had as well. The Cosmic 
Pie-Slap is a fight to the death with 
custard pies. Each player takes con¬ 
trol of shaggy dog creature and has 
to run around a maze, picking up 
bonuses and splatting the opponent 
before he gets hit himself. 

If it all sounds like fun, then 
you'd better wash your ears out and 
hear this: Cosmic Spacehead isn't 
very good. 


get back to Earth, obtain the neces¬ 
sary proof and then get back to 
Linoleum in time for riches, ticker- 
tape parades and tea. 

Cosmic Spacehead uses a simpli¬ 
fied LucasArts-style adventure inter¬ 
face (and I do mean simplified), con¬ 
taining a list of verbs, an inventory 
panel and a side-on view of the 
main action. The arcade side of the 
game comes into play when you 
leave a screen. Each area of the 
game is linked to the next by a short 
action romp, from platform games 
to asteroid fields. Most of the time 
you need only play these sections 


intergalactic tourist. Armed only 
with a camera, a flash and a retro¬ 
thrusting hyperdrive spacecraft 
(with the AA Homestart badge) his 
mission is to prove to his fellow 
Linoleums (the populace of his 
home planet) that the Earth is real. 
Why? Just a small matter of being a 
national hero and obtaining masses 
of wealth, that's all. 

Thing is, no one believes his sto¬ 
ries of a small blue-green world 
with ape descendants crawling all 
over it, so he's left to fend for him¬ 
self. With only a measly one Lin- 
odollar. Cosmic has to find a way to 


j0' ombinations are tricky 
things to pull off. A few 
notable attempts include 
the mixing of cherry with coke, the 
joining of Abbott and Costello with 
The Killer Boris Karloff, and the 
merger between Lionel Blair and a 
multispeed food blender (one can 
but dream). Above all of these 
however is the combination that 
Codemasters are hoping to pull off 
- that of an adventure with an 
arcade game. You've got to admire 
them for their ambition if nothing 
else. 

Cosmic Spacehead is the first 


— 



Some of the puzzles take a little bit of lateral thought. This scary monster 
for instance (and I don't think I'm giving away anything too serious) 
needs to be removed by handing him a helium-filled balloon. He then 
floats away allowing for access. But where on earth do you get the 
balloon from? 


Introducing the first ever intergalactic tourist. Cosmic Spacehead. Cosmic is 
moved around the screen by pointing the cursor to the desired location and 
clicking (with the joystick, naturally). The verb list below the screen repre¬ 
sent Cosmic's entire action list and the inventory shows his current posses¬ 
sions. 

















































Interaction in Cosmic Spacehead is 
limited to watching a pre-rehearsed 
conversation. Without the ability to 
choose responses or influence the 
manner of your queries, there's lit¬ 
tle feeling of character 
development or game freedom, 
something sorely missed from the 
game. 




The map shows all the possible locations in this section of the game. Each 
of the areas are linked by an action segment - usually a simplistic platform 
game - which are mildy entertaining. But not for long. Cosmic's task for this 
part of the game is to successfully negotiate the three sections: Linoleum, 
Detroitica and a space station. 

The platform sections make up most 
J of the links between adventure 
. j areas. Cosmic's actions are pretty 

IIP® fepp Wl 4 limited, as he's only able to move 

• jj - [ "{ jji* , I left and right or jump. Here's a quick 

j J tip: Avoid everything that moves as 

m tL they're alllethal to touch. The 

I sweets are bonuses - collect enough 
11 l T|i % 1 / I and you gain an extra life. 

3 ( j jQ i Y V Marvellous. 


Sometimes the platform sections 
aren't that easy. These sewers, for 
instance, leave Cosmic completely 
in the dark (ho ho). As you'd expect, 
water is fatal (we all know what a 
harmful substance it is, don't we?), 
as is falling off the bottom of the 
screen, which always gets on my 
nerves. Mind how you go! 


No CD32 versions are planned for any time 
soon and the game runs exactly the same on 
whatever type of Amiga you have. 
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Publisher. Codemasters 

Developer: 

In-house 


£25.99 Out IMo w 


Hard Disk Installable 


Memory 

512Mb 
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The two-player Pie Slap is the best feature of the whole game, even though 
it as absolutely nothing to do with the rest of the adventure. Two players 
attempt to hit each other enough times to win the match and along the 
«vay you collect bonuses that allow for ricochets, speed ups and opponent 
‘reezes. 


My heart leapt into my mouth when 
I first read the specs for Cosmic 
Spacehead (not a pleasant sensation, 
especially after just brushing your 
teeth - mint and blood don't mix 
well). A point-'n'-click adventure 
combined with an action arcade 
game and supporting two players? It 
sounded too good to be true and as 
you'll know if you've already 
glanced ahead to the scores, it was. 

Let me ask you a question. If a game 
has a LucasArts style interface, 
requiring the selection of actions and 
objects to perform a function on¬ 
screen, and if it has a cursor that 
needs to be moved around, wouldn't 
you expect to have mouse control? I 
would. Codemasters, apparently, 
wouldn't. Joystick manipulation is 
fine for the arcade bits, but any 
adventure worth its salt would allow 
for a mouse. The upshot is a major 
part of the game that is just cumber¬ 
some and unfriendly and enough to 
drive you away. Let's add simplicity 
to the currently boiling pot of prob¬ 
lems. There isn't a great deal of chal¬ 
lenge to any of the adventure's puzzle 
and though I know this is aimed towards the 
younger market, when you combine it with the control 
hindrances I can quite imagine junior turning to his Ma 
on Christmas morning and saying "Why didn't you get 
me Mortal Kombat? Don't you love me or something?" 
The only parts that do get quite tough are the action 
segments but, and this is a big but, BUT! (thank you Rory 
Bremner), to die by failing a platform game when you've 
struggled patiently through the tedium of the many 
adventure segments incurs a feeling of such wrath that 
nearby grapes would be hitching up their stalks and run¬ 
ning for cover. If Codemasters had stuck to their original 
policy of releasing nothing but budget games then i 
would have heartily recommended Cosmic because it's 
exactly what you'd expect from a budget game. For full- 
price fare it leaves a lot to be desired. 
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The start. But everyone seems 
to have left without us. 


Er. A comer. Okay? 


Watch out for the Crossroads, 
Benny! 

KVjkV* . „ ,1 -. V-'. V; 


Here's a bit of a jump. 


Cor - another corner. 
Incredible, eh? 


The crowd. Impressed 


Simon Byron, master of innuendoes, reckons that Acid Software's reet smert racing 
game is so edge-of-the-seat it's likely to leave you with... 


ook. I'm going to have to get 
this out of the way right now 
so please bear with me for a 
second. I apologise for what's about 
to follow but it's not my fault - the 
coders behind this top-down racer 
leave me with little choice. So then, 
Skidmarks, eh? Sounds a bit like 
what you find in your undergar¬ 
ments, doesn't it? Snigger. 

That out the way, we can chat 
about the latest coding phe¬ 
nomenon that is Blitz Basic 2. This 
new programming utility looks set 
to replace AMOS as the language 
with which armchair coders can 


bash out games from the relative 
safety of their seedy bedrooms. 
Which is a good thing as far as I'm 
concerned - after all, AMOS was 
never really that impressive and the 
awful brown screen that momentar¬ 
ily flashed up as AMOS games load¬ 
ed was enough to give any PD 
reviewer, um. Skidmarks. Snigger. 

Blitz Basic, however, is a com¬ 
pletely different story altogether 
(and if you think I'm going to recite 
a Police Squad gag here then you're 
sadly mistaken. We just haven't got 
enough space), as you're about to be 
made aware. Okay, so I'm a complete 


know-nothing when it comes to writ¬ 
ing games but it appears that Blitz 
Basic 2 is so easy to use that even I 
could create a piece of software to 
rival Frontier: Elite 2. And it wouldn't 
take me five bloody years to do so, 
either. 

So to round things off, Skidmarks 
is written in Blitz Basic. You get to 
race around a number of courses 
against three computer- or 
human-controlled opponents 
and, er, that's it. But can 
Vision out-race Team 
17 and the Codies? 


(Below) All of the races take place 
on off-road tracks and as you tear 
around the place the road markings 
will gradually erode away as you 
scuff over them. Most of the tracks 
have a multitude of ramps to navi¬ 
gate but these aren't too much of a 
problem as you can't veer too far 
off course because the game keeps 
you roughly within the confines of 
the track, almost as if there were 
invisible glass walls on either side 
of the road. 


We'll see. 




' # - 


All of the races take place over hilly 
terrain and some even have ramps i 
them so be prepared to spend quite 
a while in the air. You'll often find 
sharp corners after a particularly 
nasty ramp so it's worth taking 
things at a steady pace and not 
going too fast unless you want to 
end up as scrap. Crashing only loses 
you a few seconds because you can 
sustain infinite damage - handy! 


A good tactic when you're being 
chased by your rivals is to expose 
your side to them as much as possi¬ 
ble. This way, if anyone bashes into 
you then you'll be nudged forward 
while they're drastically slowed 
down. Crashing into opponents 
doesn't harm your car in any way 
and you'll often find that passing 
'through' other cars will only slight¬ 
ly slow you down. This may or may 
not be a bug but it works better 
this way because it reduces the 
amount of stop-starting when- 
ever you encounter a crowd. 








































Depending on how much memory your Amiga has, you 
can choose to race a combination of vehicle-types which 
vary from smart dragsters to even smarter Porches. The 
game will tell you how many different types of car 
you can have on-screen at the start (something to ^ 
do with graphics memory, so I'm informed) 
although there isn't that much difference in the ^ 

way they race so if you haven't got a high-pow- 
ered Amiga then don't blub. 


H1M1U 


This is what we like, a game that 

makes no claims about breaking any li 

barriers and pushing back the : P ■ 

boundaries of entertainment, con- B 

tent merely to stand up and be 

judged for what it is - a no-non- | 

sense, adrenalin-pumping racer. 

Skidmarks is beautifully simple to 

play. No messing around with awk- 

ward control methods, no farting 

about familiarising yourself with the 

game and the way it works - if you &JR OH ICS 

can't wash # n' go immediately then j 

you're obviously still in potty train- p jjj HBI fmum 

ing (and I'd hate to see your version S 0 1L II II 

of Skidmarks). The graphics are bril- 

liant - nice, clean tracks with rugged, f i s 

well-animated cars - and the wear- _ _ "v » *, T r T tr 

j*LRxJiJlJLLJL I i 

and-tear reflected by the courses as 

you race over them is a nice touch. 

However, it's not all good news. The 

... . ..LRSTRBILITY 

single-player mode isn t as fun as it '' ^ 

could be, mainly because the com- 

1 I f | 5 B 

puter-controlled drones aren't that 
intelligent and, as a result, easy to |r 
beat. Of course, the two-player % 

mode is a right laugh, although get- |j^?« 1 J *; iK 
ting used to the restrictive display V 
does take a while. You could argue ^ 
that twelve courses doesn't add up to 
much in the way of lastability, and you'd be right, so in 
one-player mode you're likely to get bored fairly quickly. 
But it's when you involve more people that the fun real¬ 
ly starts and once you all commence playing it's unlikely 
you'll be able to drag yourself away. Like Sensisoccer, 
this is a timeless two-player game which is likely to be 
dragged out of your collection time and again, but it's 
worth bearing in mind that single players may find the 
appeal wearing off after a while. 


Hey, hey, hey, slow down, tiger. If 
you're looking for an informative 
caption detailing exactly how to play 
Skidmarks then you're about to be 
sorely disappointed. You see, control¬ 
ling your car is as straightforward as 
pushing fire to accelerate and moving 
left and right to alter the direction of 
the vehicle. Of course, if you're using 
the keyboard then it's a bit different 
but the principal remains the same. 


When two players join the action, 
the screen divides itself into equal 
portions which centre around a car 
each. Although this may appear 
restrictive (and it is a little), it's not 
too bad once you begin to learn 
where you're going and you'd moan 
if the game was single-player only, 
really you would. At least the 
option's there - it's up to you 
whether you use it or not. 


Yes indeedy-doody - another 
corner! Yippeee! 


Some signs to look at. 


This version of Skidmarks has an additonal set of 
hyper-colourful graphics for all you A1200 own¬ 
ers and although there are no concrete details 
about a CD32 port. I'd be surprised if 
Commodore don't badger the publishers for one 
before too long. a 
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Matt Broughton earns himself the 'Sad lad' of the month award by taking a copy of Mind- 
scape's latest home to play after hours. It must be good. According to him, it is! 



Tinies at will. 

Secret rooms can be found where 
you'd least expect them (otherwise 
they'd be called Obvious Rooms, 
wouldn't they?), along with tele¬ 
ports and, of course, a number of 
nasty birds, bumble bees, sharks etc, 
who are all very keen on fresh furry 
Tinies. With all these obstacles in the 
way, you can be sure that the task 
ahead isn't easy. 


The teleport will scatter you into 
the pool below. Beam me down! 


Heave! 
Heave! The 
marvelous, 
mechani¬ 
cal, mouse 
orgam. 
Just push 
this block 
off to help 
below. 
Hnngg! 


Red uses his 
chomping 
skills to bite a 
hole through 
the floor, 
dropping the 
block from 
above. Green 
then uses his 
brilliant rope 
to drag it 
over to the 
edge of the 


swing from ropes and pull blocks, 
blue Tiniqshcan swim underwater 
ancp3low bubbles, red Tinies can 
bite through weak walls and floors, 
and yellow Tinies can spit fire. You 
|Tcan only use one Tiny as a time 
but you can swap between the 
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swing from ropes and pull blocks, 
blue Tiniqshcan swim underwater 
ancpjlow bubbles, red Tinies can 
bite through weak walls and floors, 
and yellow Tinies can spit fire. You 
|Tcan only use one Tiny as a time 
but you can swap between the 
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L es Tinies sont probablement les 
creatures lews plus malicieuses 
de toute la galaxie. Et non mis¬ 
taking! 

Yes, I've got a multi-language 
manual and I'm not afraid to use it, 
but il doubt that you'd be too 
impressed if I went on like this for 
two pages, so let's start again in 
English. 

Die Tinies sind wahrscheinlich die 
durchtriebensten Wesen der Galax- 
is. Damnkoftp! Wrong page. Ah, 
here we go... 

The Tinies are probably the most 
mischievous creatures in the whole 
galaxy. Having failed to conquer 
Earth in 'Tiny Skweaks', the rebel 
Tinies have been carted back to 
their home planet of Sklumph only 
to find that the King of the Tinies 
has decided to use a new machine 
to rid them of their crippling sense 

of humour - thus bringing _ 

order to the planet. Unfortu¬ 
nately, a wicked Tiny has 
now taken control of the 
machine, turning the other 
Tinies into stupid monsters 
and proclaiming himself the 
new sovereign of Sklumph. 
Needless to say, the rebel 
Tinies must now end the 
tyrant's reign and release the 
King by negotiating 100 lev¬ 
els of platform action. Phew! 

To help them in their mission, the 
rebel Tinies have different coloured 
Power Rings which, when worn, 
change the colour of the Tinies and 
their abilities. Green Tinies can 
and pull blocks, 
vim underwater 


LET'S GO! 


Do you remember that episode 
of Finger Mouse where the 
crow had to drop stones in the 
bottle to get a drink? No? Oh. 
Well anyway, this level is very 
much like that, with you need¬ 
ing to drop enough blocks into 
the pool to allow you to swim 
across and bite your way to a 
bonus room and then on to the 
exit. Oh yeah, and watch out 
for that flying pig. And no, I 
don't mean Anneka Rice. 


This level 
is infested 
with fly¬ 
ing pigs 
that are a 
real pain. 

A few 
bolts from 
Yellow 
should see 
him off. 

Eep! 












































Red Five standing by. Yes, Red is 
a touch hungry, and should you 
find a weak spot in the ground 
or wall... well. I'm sure you can 
guess what happens. It's worth 
testing any areas that look 
dodgy because you never know 
where your next hidden room 
will be. You'll never see two 
Tinies together, but I've pieced 
together this shot so you can 
see Green showing off in the 
background. (He's my 
favourite!). 


Yellow's skill isn't exactly sub¬ 
tle - i.e. shooting things - but 
it does come in useful for 
clearing away the chaff, not 
to mention bashing away any 
weak blocks or secret 
entrances. Yellow can send 
out a fairly destructive wave 
of shots, or hold down for an 
R-Type build-up. He also 
makes a superb 'eep 1 sound 
when he gets going! 


Green is without a doubt my 
favourite of the Tinies. If your 
idea of fun is swinging 
Spiderman-style across the 
screen, then look no further. 
Green can produce a rope at the 
touch of a button that will 
remain intact until you releases 
the button again. You can lower 
yourself, pull yourself up, and 
swing from side to side. Once 
you get good, you can set up a 
superb series of swings that 
would have Tarzan weeping. 


This is a trap that only Blue 
can handle thanks to his 
underwater abilities. First he 
needs to use the switch to 
drain the water, and then 
hand over to red who can eat 
through the wall and get at 
all the lovely goodies waiting 
on the other side. Blue can 
also blow bubbles at any 
baddies, which has the same 
effect as the fire balls from 
Yellow. 
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What can I say? This is just brilliant! 

I hate to draw comparisons with 
other games when you have a stun¬ 
ning game like this r but take 
Lemmings and mix it up with Lost 
Vikings and you're kinda there. This 
really is the best of both 
you get to enjoy well-thought-out 
puzzles while still enjoying 
action/arcade aspects of a platform 
game. The graphics are brimming 
with character (Green's rope is 
superb!) and the game is constantly 
adding new things to obstacles to 
overcome rather than just churning 
out the same problems in a differ¬ 
ent level. The sounds are 
cute r but the music is a bit duff 
be honest - firstly because 
'musak' begins to annoy after a 
while, and secondly because 
can't turn it off. That aside, 
sort of game that's good for a 
minute play, or a real day waster. 

There's no password system as 
such, but the game does save your 
progress to disk after a certain 
number of levels, meaning that 
although you can't start exactly 
where you finished, you only have to repeat that 
zone again. Furries has an excellent pace and 
the learning curve is perfect. It's fiendish in 
^ the way the levels can appear deceptively 
simple but turn out to be hair-pullingly 
hard - especially when you don't have 
the necessary Tiny. The speed is 
brisk, although it does slow down a 
bit when things start to get really 
crowded, but thankfully it never 
really affects the game play itself. I 
really can't recommend this game 
enough - it's just such good fun. I 
haven't even got onto disk five yet, but I 
will. Oh yes, I will. 


As you make your way across the eight dif¬ 
ferent zones (see inset), you'll come across 
bonus rooms. You may come find these 
through random teleporters or by hitting weak sections of wall, but how¬ 
ever you get there you'll be treated to a mass of bonus tokens - collect 100 
and it's bonus life time for you. You only have a few seconds to grab as 
Tiany as possible, so don't waste time thinking. Once again, here's an extra 
Green fury (did I mention he's my fav'?) 


A1200 


CD32 


This is compatible with the A1200 and apart from 
losing all the slowdown problems, remains the 
same. Although there are no plans for an A1200-spe¬ 
cific version, Mindscape are looking at a CD32 ver¬ 
sion later next year. 







































was there at the beginning. I was 
there at the end too. In my own 
private world, 'Alio 'Alio was as 
hallowed and revered as the good 
book itself (the good book being 
Rene Artois' War Diaries, of course). 

I laughed with every mention of the 
fallen Madonna with the big boobies 
(chuckle). I chortled every time the 
Italian one (whose name I never 
could remember) said "Whatta mis- 
take-a to make-a". I sighed with sor¬ 
row when Hans left the show and I 
mourned recently with the passing 
of Kenneth "Monsieur Alphonse" 
Connor. 

And now I have the game with 
which to keep alive those memories. 
A chance to relive the derring-do of 
the British airmen, a chance to mis¬ 
place my vowels with Officer Crab¬ 
tree, a chance to fondle Yvette in the 
broom cupboard and a chance to say 
"You stupid woman" to Edith when 
she catches us. Actually it's none of 
that. It's just a chance to run around 
some platforms collecting knock- 
wursts (sic) with Rene. There's not a 
double entendre in sight. 

The aim of the game is to explore 
the various levels, collecting gold, 
knockwursts (sic) and other valu¬ 
ables, eventually reaching the Ger¬ 
man-occupied castle and switching 
the fake painting of the fallen 
Madonna with the big boobies (gig¬ 
gle) for the real painting of the fall- 


Gordon Kaye in all his funny 
Frenchman finery as Rene Artois, the 
cafe owner (i'm just telling you this 
to prove I watched the show). Rene's 
task is to negotiate each level, avoid¬ 
ing the Germans and collecting what¬ 
ever is detailed at the start. Level 
One needs you to collect knock¬ 
wursts (sic) containing fake fallen 
Madonnas, Level Two requires 
fake gold to bribe a train driver 
and so on. 

w 




Double fun (says he using the term 
'fun' loosely) can be had in the 
simultaneous two-player game. One 
player controls Rene, the other takes 
Michelle (hey, the game doesn't con¬ 
tain any innuendo so I'm having to 
provide my own here). Thing is the 
screen only ever centres on one of 
the players so any thoughts of split¬ 
ting up and exploring the map indi¬ 
vidually can be dismissed straight 
away. 


Since double entendres and stereotyping 
foreigners are a way of life for David 
Upchurch, he seemed the ideal person to 
check out the computerised antics of the 
ever-popular wartime farce. 


Ha, ha, ha, ha ha. Glumph. You are kidding me? 
An A1200 or CD32 version? Bwah, hah, hah, 
hah, ha, ha, ha... 


The cast members pop up through¬ 
out offering solutions to some of the 
problems. Rene's wife, for instance, 
will begin to sing whenever you 
nudge her, causing any nearby sol¬ 
diers to freeze for the duration. You 
would have thought they would run 
away, wouldn't you?. 


en Madonna with the big boobies 
(guffaw) to help fund the French 
Resistance. 

Within the game you get to con¬ 
trol either Rene or, in two-player 
mode, Michelle, dodging the Nazi 
guards and the main villains from 
the show, and accepting help from 
'all your favourites'. For instance, to 
momentarily stun all the guards in 
Rene's cafe you can get Madayie 
Edith to start singing. The guards all 
cover their ears and are temporarily 
oblivious to your presence. Puzzles 
like this abound 'Alio 'Alio and this is 
what Alternative hope will set it 
apart from run-of-the-mill platform 
games. 
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RAILROAD TYCOON 
A railroad game that's a 
treat for strategists" 
CU Amiga 91% 




ASHES OF EMPIRE 
"An extremely 
engrossing & satisfying 
experience" 
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Miner 2049er did it in the seventies, Rick Dangerous did it in the eighties, now the 
nineties platform adventurer is born. Simon Byron is going to the zoo, zoo, zoo. You can 
come too, too, too... 


Oh, nasty jump. Best leap high and wide 
i unless you want to cook your bunions. 


T here are those that say zoos are 
awful places. That keeping ani¬ 
mals caged and out of their 
natural habitats is the most cruel of 
all mankind's punishments towards 
Mother nature. 

There are also those that say 
they are great places. A chance to 
study nature's creations close-up, 
while taking care of those speci¬ 
mens that couldn't fend for them¬ 
selves in the wild. 

Me? I just like them because you 
can watch monkeys playing with 
their genitalia. 


For Bubba, an animal delivery 
man, zoos mean escape. Especially 
since the zoo in question belongs to 
an alien species and he is one of the 
exhibits. Luckily, the chance to 
escape is granted when the ship car¬ 
rying him and his fellow alien cap¬ 
tives loses control and accidentally 
jettisons them onto a nearby planet. 
From there, aided only by a friendly 
stick creature, Bubba has to find his 
way back to Earth, avoiding the alien 
zookeeper all the while. 

In every genre of computer game, 
there are certain titles that stand out 


For ease of use, this piece together map has 
been reversed. We re always thinking of our 

readers, you know. 


its path of wisdom has led us to 
Bubba 'n' Stix, a platform game that 
sticks its tongue firmly down the 
throat of Mademoiselle Playable. 

What sets it apart from most is 
that it isn't just platforms. In fact it's 
hardly platforms. It's more of a side- 
on maze with puzzles, traps and crea¬ 
tures that make the crude pressure 
plates of Prince and the rolling rocks 
of Rick seem crude by comparison. 

You may have gathered from the 
enthusiastic tone of this intro that 
Bubba is one of the best games of its 
type. Why? Because of all this... 


amongst the rest. These titles show 
exactly what can be done when the 
designers, the programmers, the 
artists and all the other elements 
that make up an average software 
house are working in perfect har¬ 
mony with one another. 

In the mid-eighties, one such title 
was Rick Dangerous. In the world 
that is platform games, Rick has 
always stood out as one of the first 
games to inject some true thought 
and originality into the otherwise 
flaccid genre. It bred games such as 
Prince Of Persia and Gods and now 


Here's where Bubba begins Level Three. 
Nothing to do here but wander to the right 
(or left, remember). 


Mm m 
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:attered around each level are the various other aliens that were on the 
"*ay to the zoo when the ship crashed. Bubba can collect these hapless 
*ings for bonus points. Collect enough and the game will take you to a 
: onus level, requiring you to collect as many creatures as possible within a 
imited amount of time. 


The last level of the game takes Bubba to an alien space station, complete 
with baggage, tourists, conveyor belts and parking shuttle craft. This is one 
of the most taxing levels in terms of puzzles and requires some very creative 
thinking. What happens at one end of the level usually results in altering 
something later on, so it's best to take time and explore. 




(Left) Here we see 
Bubba 'n' Stix, the 
cutesome twosome, 
trapped on an alien 
planet. The adven¬ 
ture begins deep in 
a strange forest 
where the trees 
seem to have more 
than just eyes. Initial 
threats include man- 
eating shrubbery, 
homicidal birds and 
strange blue spiders 
but these can be 
dealt with by chuck¬ 
ing Stix at them. 


(Left) The volcanic level 
has the added danger of 
a lava-ridden floor. 
Touching the fiery sur¬ 
face weakens Bubba so 
he has to make full use 
of the various stepping 
stones that sink under 
his weight in true plat¬ 
form tradition. 
Fortunately, there isn't 
any way you can die 
instantly so you can 
always press on safe in 
the knowledge that the 
only damage you'll suf¬ 
fer will be short-lived. 
































Stix is one of the most useful puzzle-solving aides ever featured in an Amiga game. Not 
only can he be chucked at most meanies (as you'll see later), but he can also be used in 
a number of other helpful ways. Like these, for example... 


Using Stix as a snorkel, Bubba explores the underwater ruins. Along the way 
he'll have to contend with the deadly puffer fish, winch traps and other 
devices left by the deceased inhabitants. You'll also have to watch your air 
supply because if Bubba stays under for too long then he'll end up with a 
lungful of water. Bubba's face changes to reflect how much time he can 
spend under water so as long as you're attentive then there's no reason to 
drown. 


Occasionally, Bubba will need to cross a tightrope and in such a situation 
Stix is perfect as a balancing rod. You need to keep a steady rhythm or else 
you'll lose your balance and plummet into whatever lies below. 


When underwater, Stix is used as a breathing apparatus by Bubba. An icon 
shows how much air Bubba has left and how long before he'll need to sur¬ 
face again. 


The most common usage for Stix is 
as a weapon - either by smacking an 
opponent upside the head or by 
using it as a boomerang, Bubba can 
fend off most nasties. By leaping in 
the air whenever Stix is heading 
towards a meanie you can influence 
its destination. A little fun can be 
had by sending Stix out one way and 
legging it the other and ducking or 
leaping to avoid him as he returns so 
that he has trouble finding you. 
Laugh? No, I didn't either. 


Sometimes Bubba will come across a 
rock or a bag lying close to the edge 
of a cliff. By using Stix as a fulcrum 
lever, you can nudge the object over 
the side, triggering whatever lies 
below. 


The holes in walls allow Bubba to 
use Stix as a platform. Jam him in 
the hole and then jump on him. 
Some holes also act as switches, 
causing anything from mass rock- 
falls to turning on baggage trolleys. 


Some of the puzzles involve flicking switches, pressing buttons and turning 
wheels (as our glamorous assistant Bubba is now demonstrating for your 
information and entertainment). These have various effects, from lowering 
water levels allowing for safer passage, to opening doors. Nothing is ever 
quite that simple, though - wouldn't be much of a game if it was - so sure 
enough such triggers are normally guarded by some nefarious means or 
another. 





























































For that extra burst of speed, useful for dodging laser blasts, running from 
robots and generally getting to safety, double push the stick in the desired 
direction and Bubba breaks into a run. Pity he doesn't do any combat rolls 
as well, that would look really 'ard. 




(Above) Back on Earth, Bubba was some¬ 
thing of a pool demon. By using Stix as a 
cue you can nudge certain spherical 
objects into moreopportune positions. 


(Left) The final use of Stix is simply to 
keep Bubba entertained while you're off 
doing other things. Leave the controls 
alone for long enough and Bubba will 
compose a short little ditty. 



Constantly pursuing our two heroes is the alien zookeeper, who daren't 
face his boss without the prize specimens. The keeper crops up through¬ 
out the levels with a series of increasingly bizarre capturing tools. It's 
more for comic value than to present any real danger as his methods 
invariably result in him being on the worse end, the fool. 
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Platform games need to be pretty 
special these days to compete with 
the likes of Zool, Flashback and 
Superfrog. Well, Bubba J n' Stix is as 
special as a specially-created Specials 
album, compiled by Arthur and Nora 
Special. The combination of such 
cunning puzzles and inventive uses 
of a sidekick (in this case a living 
stick) combine to form a truly enter¬ 
taining game. The overall character 
and graphical style of the game 
make playing Bubba like playing a 8 
cartoon - everything is so smooth Jl 
and lovely that you just want to 
take Bubba to your bosom and pro- 
tect him from his harsh alien world. 

But what really makes the game are 

its puzzles. You would have thought Q[| / 

that a stick would be a bit limiting in lO 

the puzzle stakes (after all, there's llliH 

only so much you can do with one, w/ yltCD 

isn't there?) but the game's design- jAL UU fO 

ers have come up with a few really 

cunning brain teasers - although you appi 

often know exactly where to put 1 U/ 

Stix, you're never quite sure of the MM 

outcome. There is, however, one prob¬ 
lem with Bubba J n' Stix. With only six lev¬ 
els in total and no form of pre- or mid-game animation 
sequences you're likely to feel a little disinterested. After 
all, what's the point of struggling through a tortuous 
maze if there's no sort of reward at the end? It's a 
shame because the animations could have really helped 
with the overall style of the game, adding humour and 
giving the player a sense of deeper involvement (anima¬ 
tions are like that, you see). Bubba is a truly fab game 
that could have done with being longer. What's there is 
going to keep you busy for quite a while and you're 
more than likely to enjoy yourself while you play. It's 
just that it's the computer equivalent of sex - superb 


£25.99 Out Now 


Not Hard Disk Installable 


Joystick 


Disks 


Memory 

IJVJb 



while it's happening but over before you know it. Or so 
I'm led to believe. 


A1200 


There are plans for both a CD32 version and 
A1200 with 256 colours, additional animations 
and stuff like that. These version will be out in 


May 1994. 
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1869.20.99 

3D Construction Kit 2.32.99 

.22.99 


A320 AIRBUS (USA)... 

A320 Airbus(EUROPA). 

Abandoned Places 2. 

Air Bucks 1.2. 

Air Bucks 1.2 0. 

Akira. 

Akira.. 

Alfred Chicken. 

Alfred Chicken. 

Alien 3. 

Alien Breed 2. 

Alien Breed 20). 

Alien Breed Special Edition.. 
Alien Breed Special Edition.. 

American Gladiators. 

APOCALYPSE . 


Arabian Knights.A1200..19.99 

Arabian Knights.CD32..12.99 

Archer Macleans Pool.(See Excellent Games) 

Arsenal FC .16.99 

Assasin Remix.9.99 

Ashes Of The Empire.12.99 

A - Train. 22.99 

ATAC.22.99 


Award Winners 2.19.99 

B17 Flying Fortress (1 Meg) .22.99 

Bart vs The World.17.99 

Battletoads.19.99 

Batman Returns.16.99 

Beast Lord.17.99 

Beavers.1799 

Benefactor.19.99 

Beneath Steel Sky.20.99 

Blade of Destiny.26.99 

Blaster.17.99 

Blues Brothers.8.99 

Blob.-7.99 

Board Genius.19.99 

Bobs Bad Day. 17.99 

Body Blows. 18.99 

Body Blows galactic.!...18.99 

Body Blows Galactic...A1200 ..19.99 

Brian The Lion. 19.99 

Brutal Sports Football...;.....25.99 

Bubble & Squeak.*.CD32 ..19.99 

Burnin Rubber.,....:.16.99 

Burnin Rubber.....A1200..17.99 

Campaign 2*. 22.99 

Cannon Foder. 20.99 

Captive 2-Liberation.20.99 

Captive 2- Liberation.CD32..20.99 

Castles.24.99 


.22.99 

..22.99 

.A1200..19.99 

.22.99 

.18.99 

.CD32.. 19.99 

...A1200/CD32.. 17.99 

.17.99 

.19.99 

.A1200.. 19.99 

.19.99 

.10.99 

.CD32.. 12.99 

.16.99 
..17.99 


Casties 2.19.99 

Castles 2 .A1200..22.99 

Cardiaxx.8.99 

Championship Manager 93...16.99 

Championship Manager 94 Season Disk.7.99 

Chaos Engine .16.99 

Chaos Engine .A1200..17.99 

Chaos Engine .CD32..19.99 

Chuck Rock 2.16.99 

Claws.17.99 

Cohort 2. 19.99 

Cool Spot...19.99 

COMBAT AIR PATROL.19.99 

Combat Classics 1.19.99 

COMBAT CLASSICS 2.19.99 

Craft.22.99 

Crazy Cars 3.12.99 

Creepers. J9.99 

Cyber Punk.17.99 

D Generation.....CD32.. 17.99 

Dangerous Streets.A500 or A1200.. 17.99 

Darkmere.20.99 

Dark Sun: Shattered Lands.21.99 

Deepcore..17.99 

Deluxe Music Construction Set 2.0.59.99 

Deluxe Paint 4 AGA.64.99 

Dennis.17.99 

Dennis.A1200..18.99 

Deep Core...CD32 ..19.99 

Desert Strike...19.99 

Diqqers.A1200 ..19.99 

Disposable Hero.17.99 

DONK.CD32 ..19.99 

Dreamlands.19.99 

Dreamweb.22.99 

20.99 


Genesis..CD32 ..19.99 

Globdule.19.99 

GLOBAL GLADIATORS.20.99 

Goal.20.99 

Gobliins 3.22.99 

Graham Gooch Second Innings.11.99 

Graham Gooch World Class Cricket.19.99 

Graham Taylors Soccer Challenge.8.99 

Grand Prix Circuit.8.99 

Grusome.16.99 

Gulp...18.99 

Gulp.CD32.. 19.99 

GUNSHIP 2000 (1 MEG).22.99 

Harrier Jump Jet. 22.99 

Harpoon Battle Set 3 or 4.9.99 

Harpoon + Battleset 2.22.99 

Harpoon Scenario Editor.13.99 

Heroquest 2.18.99 

Hill Street Blues.8.99 

HIRED GUNS.22.99 

History Line 1914-18.22.99 

IK+...:.6.99 

Indy Jones - Atlantis Adv (1 Meg).24.99 

Innocent. 22.99 

Inferno.....CD32.. 19.99 

International Open Golf Championship. 

international Open Golf.CD32 ..19.99 

Ishar 2.7.A1200..19.99 

Jack The Ripper.27.99 

JAMES POND 2 - ROBOCAD.CD32 ..20.99 

James Pond 3.•.19.99 

James Pond 3.A1200/CD32 ..19.99 

John Barnes Football.CD32 ..12.99 

John Madden.16.99 

Jurassic Park.17.99 

Jurassic Park.-..A1200.. 18.99 

Jurassic Park.CD32..19.99 

K240.17.99 

K240(Non AGA).CD32 .. 17.99 

Keys of Maramon.16.99 

Kings Quest 6.26.99 

Kings Quest 6.A1200 ..26.99 

Kit Viscious.17.99 

KNIGHTS OF THE SKY (1 MEG)..10.99 

Krustys Super Fun House.17.99 

Laser Squad...8.99 

Legacy of Sorasil.17.99 

Legacy of Sorasil (Non AGA).CD32 ..17.99 

Legends of Valour.24.99 

LEMMINGS 2 (THE TRIBES).17.99 

Lemmings Double Pack...19.99 

Links- The Challenge of Golf.12.99 

LionHeart.18.99 

Litil Divil.CD32.. 19.99 

Living Pinball.19.99 

LORDS OF POWER.22.99 

Lotus Turbio Trilogy.CD32 ..22.99 

Ml Tank Platoon.12.99 

Magician's Castle.19.99 

Manchester United Premier League Champions.19.99 

Mario Is Missing.19.99 

Mavis Beacon 2.19.99 

Magic Boy.17.99 

Mean Arenas.17.99 

Messengers of Doom...19.99 

Microcosm.CD32 ..29.99 

MICRO MACHINES.17.99 

Midwinter 2.13.99 

Mig 29 Fulcrum.10.99 

“ a ' .18.99 

.17.99 


DUNE 2... 

iblaster. 

Elfmania. 

ELITE 2 (FRONTIER).... 

Entity. 

EUROPEAN CHAMPIONS.. 


SECRET OF MONKEY ISLAND (1 MEG).10.99 

SECRET OF MONKEY ISLAND 2 .24.99 

Seek N Destroy.17.99 

Sensible Soccer 1.1 (92/93).16.99 

Sensible Soccer.CD32.. 19.99 

Settlers.19.99 

Shadow Lands .•.8.99 

Shuttle.(See Excellent Games) 

Silent Service 2.12.99 

Silkworm.5.99 

Sim City Deluxe...19.99 

Sim Life (A1200).22.99 

Simon The Sorceror.22.99 

Simon The Sorceror.A1200 ..29.99 

Slicks.12.99 

Soccer Stars Compilation.16.99 

Soccer Kid.. ..A1200..19.99 

SOCCER KID.17.99 

SPACE HULK.22.99 

SPACE LEGENDS.19.99 

STARLORD........22.99 

Star Trek .A1200..22.99 

Starush.16.99 

Street Fighter 2 . 19.99 

Striker.8.99 

STRIP POKER 2 + DATA DISK.6.99 

S. U.B.19.99 

Barbarian .16.99 

Super Cauldron.16.99 

Super Fighters. 17.99 

Super Frog.17.99 

Super Hero.19.99 

Surf Ninjas'!.. .CD32.. 19.99 

Surf Nin as.A500 or A1200.. 17.99 

SYNDICATE.22.99 

SYNDICATE DATA DISK.13.99 

Terminator 2. 20.99 

T. F.X.A1200/CD32..22.99 

Theatre Of Death ..19.99 

THE GREATEST.21.99 

The Patrician.24.99 

TORNADO.22.99 

Total Carnage.18.99 

Total Carnage.CD32 ..19.99 

Tracon 2.37.99 

Trolls.A1200....9.99 

Trolls.CD32.. 19.99 

Trolls. 9.99 

Turbo Challenge.8.99 

Turrican 3. 17.99 

Turrican 3.A1200.. 17.99 

Two Towers.19.99 

Twillight 2000.20.00 

TV Sports Duo.CD32 ..19.99 

..22.99 
..19.99 
.27.99 
..17.99 


U96.. 

ULTIMATE PINBALL QUEST... 

UMS Compilation. 

Universal Monsters. 

Uridium 2. 

Utopia 2. 

Utopia 2. 

Walker. 

WhalesVoyage. 

Wing Commander. 

WING COMMANDER. 


.19.99 

.17.99 

.22.99 

.19.99 

..17.99 

European Championshhip Football.CD32..19.99 

Eye Of The Beholder 2 (1 Meg).21.99 

Eye of Beholder 1.12.99 

Eye of the Storm...19.99 

EXCELLENT GAMES... v .22.99 

Exile.Cd32..19.99 

Exodus 3010.19.99 

FI 17.99 

F29::::::::::. 10.99 

F i 5 Strike Eagle 2.13.99 

FI 6 Combat Pilot.8.99 

FI 7 Challenge.10.99 

FI7 Challenge. CD32..12.99 

FI 9 Stealth Fighter.11 -99 

FI 17A NIGHtHAWK STEALTHFIGHTER.22.99 

FA PREMIER LEAGUE FOOTBALL.17.99 

Falcon 3 .24.99 

Fat Man. 17.99 

Fields Of Glory. 22.99 

Final Fight . 8.99 

First Samurai + Mega-Lo-Mania.19.99 

Flash Back.26.99 

Flight of the Intruder.10.99 

FLIGHT SIMULATOR 2.24.99 

Flight Sim 2 Western European Tour.13.99 

Formula 1 Champions.17.99 

Formula One Grand Prix.22.99 

G2.17.99 

Galactic.A1200.. 19.99 


Monopoly. 

M^Sh '.'.'.■'.'.‘.‘Zr.V™ A1266/CD32.. 19.99 

Mortal Kombat.:.20.99 

Mr. Nutz.17.99 

Mr. Nutz.A1200 ..18.99 

Narco Police.5.99 

Nascar challenge.12.99 

Naughty Ones...17.99 

New Zealand Story.6.99 

Nick Faldos Golf.22.99 

Nicky 2. 17.99 

Nigel Mansell World Champ.19.99 

Nigel Mansell World Champ.A1200 ..19.99 

Nippon Safes.19.99 

One Step IJeyond.13.99 

Operation Stealth.11.99 

Oscar.A500 or A1200 ..17.99 

OVERDRIVE.16.99 

Overkill.A1200.. 17.99 

Overkill . CD32.. 19.99 

Pang. 6.99 

Parasol Stars..........8.99 

Perfect General.(See Lords of Power) 

Perfect General Data Disk.14.99 

Perihelion.19.99 

PGA Golf Courses. 9.99 

PGA Tour Golf+.19.99 

PINBALL DREAMS + FANTASIES.22.99 

PINBALL FANTASIES.A1200 ..19.99 

PINBALL FANTASIES.CD32 ..24.99 

Pinball Magic.•.6.99 

Populous 2.(See Excellent Games) 

Powermonger& Data Disk.12.99 

Prehistoric 2.16.99 

Premier Manager 2.17.99 

Prime Mover.19.99 

Prince Of Persia.6.99 

Prophecy.19.99 


Winter Super Sports.. 

Wix n Liz. 

Woody's World .... 
Worlds of Legend.. 
Xmas Lemmings.... 

Yo Joe. 

Zool. 

Zool 2 . 

Zool 2. 


.CD32..22.99 

.19.99 

.CD32.. 19.99 

.20.99 

.CD32.19.99 

.9.99 

...Al 200 ..22.99 

.19.99 

.19.99 

.17.99 

.17.99 

.12.99 

.17.99 

.CD32.. 19.99 

.17.99 

...Al 200..17.99 


Pro Tennis Tour 2. 

Puggsy. 

Qwak. 

Qwak. 

Ragnarok. 

Rainbow Islands. 

RailRoad Tycoon. 

Rally. 

Reach Out For Gold. 

Reach Out For Gold. 

Reach for the Skies . 

Realms (1 Meg). 

Red Baron. 

Rise Of The Robots. 

Robocop. 

Rodland. 

Rookies. 

Rules of Engagement 2 .. 
RYDER CUP.. 


16.99 

19.99 

.9.99 

.CD32.17.99 

.22.99 

.6.99 

.12.99 

.19.99 

A500orAl 200..17.99 

.CD32.. 19.99 

.22.99 

.19.99 

.(See Lords of Power) 

..A500 or Al 200 27.99 

.8.99 

.9.99 

.17.99 

.22.99 

CD32 ..20.99 


Ryder Cup.17.99 

Sabre Team ..Al200..20.99 

Second Samurai.19.99 


COMPILATIONS | 

DREAMLANDS 

Ishqr 1, Transqrcticq, 

Storm Moster 

£19.99 

COMBAT CLASSICS 2 

FI 9 stealfighter, 1 

Pacific Islands, i 

Silent Service 2 

£19.99 , 

BOARD GENIUS 

Cluedo, Scrabble, Monopoly 
Risk 

£ 19.99 

FANTASTIC WORLDS - 

Mega Lo Mania, 

Pirates, Populous, Realms, . 

Wonderland 
£22.99 ( 

AWARD WINNERS 

Populous, Kick Off 2, Spoce 
Ace, Pipemonia 

£19.99 

FOOTBALL CRAZY t 

Kick Off 2 1/2 Meg, Player , 

Manager, K02 Final Whistle 

£9.99 

BIG BOX 2 

Bock to Future 2, The Reol 
Ghostbusters,R Type, 
Sinbod, Armoyle 
Defenders of Eorth, 
Shongoi, Bombuzul, 

TV Sports Football , IK 
£19.99 

SOCCER STARS 

World Champ Soccer, 

Kick Off 2, Microprose 

Soccer 

£16.99 

LORDS OF POWER 

Silent Service 2, Red Baron, 
Railroad Tycoon, Perfect 
General 

£19.99 

SPACE LEGENDS 

Wing Commander, Elite, 
Mega traveller 1 

£19.99 

COMBAT CLASSICS 

FI 5 Strike Eagle 2, 

Team Yankee, 688 Attack 
Sub 

£19.99 

SPORTS MASTER 

European Championship 

1992, PGA Tour Golf, 
Advantage Tennis,Indy 500 

DIZZY COLLECTION 

Fast Food, Kwix Snax, 
Fantasy World Dizzy, 
Treasure Is. Dizzy, 
MagicLand Dizzy 

£16.99 

EXatlBNT GAMES 

ARCHER MACLEAN'S 
POOUAMES POND 2, 
SHUTflE, POPULOUS 2 

Mm 

DIZZY'S EXCELLENT ADV- 

Dizzy Panic, 

Bubble Dizzy, Dizzy-Prince 
of York FoIk, Spellbound 
Dizzy.,Kwik Snax 

£16.99 

THE GREATEST- Jimmy 
White's Snooker, 

Lure of The Temptress, Dune 
£21.99 


SPECIAL OFFERS 


Arabian Knights.9.99 

Chuck Rock.10.99 

Dizzy Panic.6.96 

Kick Off 2 1 Meg.9.99 

KickOff 2 Final Whistle.7.99 

Kick Off 2 Giants Of Europe.7.99 

Kick Off 2 Return To Europe.7.99 

Kick Off 2 Winning Tactics.5.99 

Microprose Golf.14.99 

Paperboy 2.9.99 

Sabre Team.9.99 

Shadow Worlds.9.99 

Thunderstrike.5.99 

Wing Commander.9.99 

Zoot.13.99 

Zool.Al 200.12.99 


EDUCATIONAL 


ADI English (All Ages).17.99 

ADI French (All Ages).17.99 

ADI Maths (All Ages).17.99 

Better Spelling (8-10).13.99 

Better Maths (12-16).13.99 

Cave Maze (8-12).9.99 

Fun School 2 (6-8).6.99 

Fun School 2 (+8).6.99 

Fun School 2 (U6).6.99 

Fun School 4 (5-7).16.99 

Fun School 4 (7-11).16.99 

Fun School 4 (U5).16.99 

Fun School Paint + Create (over 5+)-17.99 

Fun School Spelling Fair (7-13)-17.99 

Fraction Goblins (8-13)-9.99 

Junior Typist (5-10).10.99 

Magic Maths (4-5).13.99 

Mams Mania (8-12)...13.99 

Maths Dragons (6-13).9.99 

Merlin Maffis (7-11).17.99 

Mickey's 123's (2-5).13.99 

Mickey's ABC's (2-5).13.99 

Mickey's Jigsaw Puzzles (5+).13.99 

Mickey's Colours & Shapes (2-5).13.99 

Mickey's Memory Challenge (5+).13.99 

Noddy's Big Adventure.16.99 

Noddy's Play Time (3+).16.99 

Picture Fractions (7-10).9.99 

Playschool (3-8).9.99 

Playroom (3-8).17.99 

Reasoning With Trolls ( 5-12).9.99 

Tidy The House (6-10).9.99 


JUNIOR ADVENTURE 


Robin Hood (8 + ).13.99 

Scrooge (A Christmas Carol) (8+).13.99 


JOYSTICK & ACCESSORIES 


Suncom Slik Stick..5.99 

Suncom Tac 2.7.99 

Suncom "Q" Stick.4.99 

1 /2 Meg Upgrade.24.99 

1 /2 Meg Upgrade + Clock-26.99 

40 Capacity 3.5" Disk Box.4.99 

80 Capacity 3.5" Disk Box..6.99 


3.5"BLANK DISKS 



TDK 

VERBATIM 

BOXED 

PRECISION 

BOXED 

UNBRAN¬ 

DED 

LOOSE 

RECYCLED 

LOOSE 

10 

7.99 

6.49 

5.99 

4.50 

20 

14.50 

1 1.99 

10.99 

8.50 

30 

21.99 

17.49 

15.99 

12.00 

40 

28.49 

24.99 

20.49 

15.00 

50 

35.00 

26.00 

23.99 

17.50 

100 

65.00 

49.99 

44.99 

35.00 









































































































































































































































































































































































































UPDATES...UP 



A cornucopia of riches this month, with 
new stuff for both the A1200 and the CD32 
- hoorah! Matt Broughton is the man behind 
the myth... 



THE CHAOS ENGINE 


A1200; Renegade 
£25.99 


Sometime in the last century an 
experimenter with time, space and 
early computers created a bizarre 
machine - the Chaos Engine. 
Although initially primitive, the 
machine evolved and rapidly 
oecame incredibly powerful. Even¬ 
tually it turned against its creator, 
and used its powers to send a cloud 
of chaos across the land - humans 
and animals were turned into 
ravenous beasts..." And so a legend 
.vas born. Well, maybe not a legend 
but a damned fine game anyway! 

Chaos Engine made a fair dent in 
•he games world when it landed 
^uite squarely at the end of last year. 



arning itself an impressive 85% 
,f om the Grand Master Upchurch (he 
^sed to work on the mag, as you # ll 
~o doubt remember). Well, now it's 
^ack, and it's got a new jacket - and 
a jolly colourful jacket at that. 

Just in case you weren't born until 
even minutes before you bought 
*his mag, let me explain that The 
Chaos Engine is a sort of 'top-down' 
ewed romp, where you and a com- 
:anion - human or computer con- 
'olled - wander around a number of 
evels in a Gauntlet fashion, killing 
asty geezers and activating a set 


number of 'nodes', thus opening the 
exit to the next level. 

The levels take you through 
forests, swamps, factories and other 
atmospherically represented areas, 
with a different batch of monsters 
inhabiting each one. Your character 
(chosen from six possible mercenar¬ 
ies) has a set weapon with unlimit¬ 
ed fire power, and also carries a spe¬ 
cial item - a map, fire bomb, smart 
bomb, etc - which can only be used 
a certain amount of times, with 
extras being collected along the way 
or bought at the end of each 'world'. 

The computer-controlled charac¬ 
ter that travels with you is of a high 
intelligence (as far as CPU players 
go) and will attack monsters and 
activate nodes, not to mention pick¬ 
ing up coins and bonuses if you 
don't get there first. 

Apart from the super-duper 
graphics (which look gorgeous), the 
A1200 version is no different to the 
original in any other way, and 
though I wouldn't say it's worth 
buying if you already have the stan¬ 
dard version, you really should get 
this if you are a new A1200 owner. 
Brilliant - especially is you have a 
mate to play the game with. 

OVERALL: 90% 



SOCCER KID 

A1200; Krisalis 
£29.99 

Now that any hopes of a British 
footy team making it across the Big 
Pond have been well and truly 
dashed, it looks like it's all up to 
Krisalis' latest platform hero to win 
us World Cup glory. How? By find¬ 
ing the five fragments of the World 
Cup trophy that have been scattered 
around the globe by an evil alien. 
Not very plausible, maybe, but a 
damn sight more believable than 
England scoring seven goals more 
than San Marino AND Poland beat¬ 
ing Holland ever was. 

What this entails is 
lots of scampering 
about on ledges, col¬ 
lecting point-packed 
bonuses and dodging 
or bashing bad guys. All 
fairly standard, you'll no 
doubt agree. But Soccer Kid 
boasts several features that 
make it much more than 'just 
another run-'n'-jump game'. 

For a start the Kid, being 
a whizz at footy, uses a foot¬ 
ball to mash the nasties. Via 
the joystick you can pull off a wide 
variety of fancy trickshots all of 
which prove invaluable for seeing off 
meanies in one way or another. In 
addition, you can even use the ball as 
a springboard! 

Now this sounds like it might all 
be horrendously difficult to control 
- after all, platform games should 
flow smoothly, and the last thing 
you need in the middle of some 
tricky jumping is having to perform 
joystick manoeuvres akin to Street 
Fighter 2's special moves - but the 



truth is it plays like a dream. 

Then there's the bonus game. 
Along the Kid's travels there are 
cards to be collected, each bearing a 
footy player's face. If the Kid gets 
the full set of eleven he then enters 
a sub-game where the aim is to col¬ 
lect all the bonuses in the time avail¬ 
able. If he does so, he wins a cup 
piece. Although you can complete 
the game without finding all the 
cup pieces, you won't get to see 
the full end sequence if you don't. 
We rather liked this when it came 
out on the A500/600 back in 
September - in fact, we liked it so 
much we awarded it 93%. Now it's 
here on the A1200 and it's just as 
good (unsurprisingly). The 
enhancements lie mainly 
in the graphics, which are 
now are lot more colour¬ 
ful and have lost the 'pix- 
elly' look of the standard 
version - it looks rather spiffy, to be 
honest, as good if not better than 
any console game around. It's also 
hard disk installable now and 
(apparently) loads faster, which is 
not to be sniffed at. 

Like The Chaos Engine, Soccer Kid 
on the A1200 is not an essential 
purchase if you've got the original 
version, but if you're buying it for 
the first time then you're in for a 
treat here. 

OVERALL: 93% 




















































- - ■... 


choice and offers you such incredi¬ 
ble tips as "Stay on the track" and 
"Don't hit things" - well, I suppose 
when you've got as much money as 
Mansell, you can say what you 
bloody well like really. 

The graphics are straight from the 
A1200 enhanced version, but the 
game now features eight CD quality 
soundtracks to choose from, a save 


facility (making clever use of an 
internal chip), and much reduced 
loading times all round. The game 
also runs much faster overall and is 
given a more dramatic feel thanks 
to the pumpin' sounds (my man), 
but in honesty remains much the 
same as the A1200 offering. 

OVERALL: 81% 


NIGEL MANSELL'S 
WORLD CHAMPIONSHIP 


SIAN NIGHTS 
£14.99 


MM 


FOOTI 


Arabian Nights is essentially a platform game, 
but also includes a healthy amount of object 
collecting and Dizzy-ish problem solving. You 
play the part of a sword-waggling lad, who has 
to escape from the evil Vizier's dungeons and 
rescue the beautiful princess Leila. You do this 
by interacting with the many computer char¬ 
acters - generally swapping objects for favours 
(oo-er!) - while avoiding a number of bad guys 
and negotiating platform challenges. This prod¬ 
uct is identical to the original version, but well 
worth having if you're a new CD32 owner. 


Buzz £14.99 

Pull on your boots and compete against teams 
from eight nations to become Champions of 
Europe. Play in one-off matches, or work your 
way through the cup tables as you take control 
of either John or the entire team in a side-on 
viewed game. A healthy batch of options allow 
you to manipulate the weather (blasphemy!), 
set pieces, game length, etc, as well as how you 
control your player. The CD version of JBEF has 
actually been enhanced with some extra sound 
effects and music, and is available now 


CD32; Gremlin 
£25.99 

I find it hard to take Nigel Mansell 
seriously after seeing the Nintendo 
adverts - I just keep remembering 
everyone with those huge 'tash and 
eyebrow sets (chortle). Anyway... 


Way back in the May issue (well 
before my time) we looked at the 
A1200 update of NMWC, and here 
it is again wearing its CD32 coat. In 
the game, you take on computer- 
controlled drivers as you make your 
way across the world and compete 
on sixteen tracks (the original only 
had fourteen) with varying layouts 
and varying conditions (needless to 
say, it's always raining in Britain). 

You can choose to dive straight 
into the championship, compete in 
individual races or make use of the 
'Improve With Mansell' option, 
where a digitised Nige (we're mates) 
takes you round the track of your 


COMING SOON TO A CD32 

NEAR YOU! 

With CD32 sales getting better and better, tons 
of old games are now being made available. 
Though these games haven't been enhanced for 
their CD release, I thought you might like to 
know about them anyway! 






















































GAMEBOY DEALS 

ALL GENUINE UK VERSIONS 


SNES MARIO ALL 
STARS PACK 

* 1 NINTENDO JOYPAD 
FREE SN PROPAD 
only 99.99 

Offer valid until 31.12.93 

SUPER NES DEALS 

*LL GENUINE UK VERSIONS 
> ALADDIN PACK 

E NINTENDO JOYPAD 
' sn propad- . 124.99 

5 STARWING PACK 

- NINTENDO JOYPAD 

! SN PROPAD . 124.99 

tS STREETFIGHTER TURBO 

CK 

NINTENDO JOYPAD 
’■‘:SN PROPAD . 139.99 

S FAMILY .37.49 

MS FAMILY 2- 

-EY’S SCAVENGER HUNT .34.99 

i'-URESOFDR. FRANKEN .39.99 

E ACROBAT •.49.99 

•.41.99 

D CHICKEN* .44.99 

.43.99 

.39.99 

AN RETURNS .40.49 

S IN BATTLEMANIACS ...34.49 

• BOBCAT.33.49 

p KEN BASKETBALL .44.99 

N AMERICA .44.99 

=!ONSHIP POOL.44.99 

< ROCK.36.99 

-ANGER .36.99 

- SPOT* .39.99 

YDUCK- 

M MISSIONS*.49.99 

.39.99 

T STRIKE.39.99 

JLA.36.99 

.39.99 

ST HEAT.36.99 

.32.99 

• SAMURAI.43.99 

BACK .39.99 

- ’ROOP.41.99 

.40.99 

.36.99 

.36.99 

OtBLE CRASH DUMMIES.43.99 

• CONNORS’ PRO TENNIS TOUR 37.99 

■ MADDEN ‘93.24.99 

C PARK .40.99 

n KEEGAN PLAYER MANAGER ...42.99 

’S WORLD.37.49 

■Y S FUN HOUSE .37.49 

.51.99 

IRGHINI .41.99 

• ACTION HERO.36.99 

NGS .41.49 

GS 2 *.39.99 

’ .'KINGS.33.49 

R TITLE GOLF .39.99 

: ALL STARS .39.99 

: S MISSING.44.99 

: PAINT WITH MOUSE .49.99 

iVARRIOR.43.99 

ROMANIA .43.99 

Y S MAGICAL QUEST .49.99 

’ AND MAGIC 2 * .53.99 

" L KOMBAT.46.99 

1 *.39.99 

C QUEST .33.49 

L STAR CHALLENGE.43.99 

- JARTERBACK CLUB.51.99 

A 93 ICE HOCKEY .24.99 

. MANSELL’S 

D CHAMPIONSHIP.33.49 

"-ANDER .44.99 

E BEACH GOLF.41.49 

R GOLF .24.99 

E LE CHEF - OUT TO LUNCH .44.99 

' WINGS .32.99 

4-L DREAMS * .36.99 

-R .44.99 

. 33.99 

I TWINBEE .40.49 

-.LOUS 2 *.44.99 

EOF PERSIA .41.49 

- OVER.35.49 

A 1/2*.44.99 

DSTIMPY .39.99 

UNNER (LOONEY TUNES) .36.99 

ILE SOCCER .39.99 

OWRUN * .40.99 

.32.99 

.36.99 

V1NG .39.99 

FIGHTER 2 .55.49 

TFIGHTER TURBO .48.99 

ER .40.49 

T RIDERS.42.49 

= AIR DIVER * .49.99 

=> BOMBERMAN .32.99 

R GOAL .37.49 

1 MARIO KART.31.99 

s MARIO WORLD.34.49 

* NBA BASKETBALL.41.49 

=> PROBOTECTOR .37.49 

* PUTTY.44.99 

=> SMASH TV.37.49 

R STAR WARS .38.99 

R STRIKE EAGLE.42.49 

R TENNIS .32.99 

= >VWF WRESTLEMANIA .34.99 

AS THE TANK ENGINE * .39.99 

>ON ADVENTURES - 

^ BUSTS LOOSE .40.49 

.44.99 

- CARNAGE * .39.99 

H.ERS .34.99 

.19.99 

S STAKES.33.49 

’SPEED .32.99 

1 COMMANDER 

“T MISSIONS .44.99 

R OLYMPICS*.44.99 

^NSTEIN 3D * .44.99 

0 LEAGUE BASKETBALL .32.99 

L RUMBLE.53.99 

• S SAFARI (SCOPE 6 GAME) .34.49 

■G MERLIN* .54.99 

A 3 - LINK TO THE PAST .32.99 

.38.99 

. 36.99 



MEGADRIVE & 
MEGA CD DEALS 

ALL GENUINE UK VERSIONS 


GAMEBOY + NO EXTRAS 

FREE KONIX GB HOLSTER 39.99 

GAMEBOY WITH TETRIS 
+ BATTERIES 

FREE KONIX GB HOLSTER 49.99 

GAMEBOY PINBALL 
DREAMS PACK 
WITH PINBALL DREAMS 
GAME & BATTERIES. 

FREE KONIX GB HOLSTER 57.99 

ADDAMS FAMILY 2 - 

PUGSLEY’S SCAVENGER HUNT .23.49 

ADVENTURE ISLAND 2 * .20.99 

ALFRED CHICKEN.23.99 

ASTERIX .23.99 

ASTEROIDS.12.99 

BART VS JUGGERNAUTS .13.99 

BATMAN - THE ANIMATED SERIES .21.99 

BILL AND TED’S 

EXCELLENT ADVENTURE .17.49 

CASTLE QUEST* .20.99 

CHUCK ROCK.20.99 

CLIFFHANGER *.20.99 

DR. MARIO .20.49 

DRACULA.20.99 

EMPIRE STRIKES BACK .21.49 

F15 STRIKE EAGLE .23.49 

FLINTSTONES.21.49 

FORMULA 1 RACE 

(WITH FOUR PLAYER ADAPTOR).25.49 

FRANKY, JOE AND DIRK 

ON THE TILES* .21.99 

GEAR WORKS.20.99 

GOAL* .21.99 

GOLF.18.49 

JACK NICKLAUS GOLF .21.49 

JURASSIC PARK .25.99 

KIRBY’S DREAMLAND .20.49 

KRUSTYS FUN HOUSE.19.49 

LAMBORGHINI*.21.99 

LAST ACTION HERO.20.99 

LAWNMOWERMAN .23.49 

LEMMINGS .22.49 

LETHAL WEAPON .23.99 

MORTAL KOMBAT.26.99 

MUHAMMAD ALI BOXING *.23.99 

NIGEL MANSELL’S 

WORLD CHAMPIONSHIP.22.49 

PANG* .20.99 

PIERRE LE CHEF - OUT TO LUNCH • ...23.99 

PINBALL DREAMS.21.99 

RENANDSTIMPY .22.99 

ROAD RASH.23.49 

SENSIBLE SOCCER * .20.99 

STAR TREK .25.49 

STAR WARS.22.49 

SUPER JAMES POND .23.49 

SUPER MARIO LAND.20.49 

SUPER MARIO LAND 2.25.49 

SUPER RC PRO-AM .21.99 

TENNIS .19.49 

TERMINATOR 2 .13.99 

TESSERAE*.17.99 

THE SIMPSONS - 

ITCHY AND SCRATCHY .23.99 

TINY TOON ADVENTURES - 

MONTANA’S MOVIE MADNESS.21.99 

TITUS THE FOX*.21.99 

TOM AND JERRY 2.23.99 

TOTAL CARNAGE * .23.99 

TROLLS * .23.99 

TURRICAN .14.49 

VIKING CHILD* .21.99 

WWF KING OF THE RING * .23.99 

ZELDA - LINK’S AWAKENING.22.49 

ZEN - INTERGALACTIC NINJA .22.49 

ZOOL* .21.99 


COMMODORE AMIGA 
CD-32 CONSOLE 



WITH OSCAR & DIGGERS GAME. 

11 BUTTON JOYPAD. PLAYS AUDIO 
CD’S AND CD+G DISCS. FULL MOTION 
VIDEO ADAPTOR AVAILABLE. 

285.99 

CD 32 GAMES 

ALFRED CHICKEN.20.49 

ALIEN BREED (SPECIAL EDITION) *.12.49 

ARABIAN NIGHTS (AGA).12.99 

BURNING RUBBER .21.99 

CASTLES 2 *.20.49 

D/GENERATION . 20.49 

DONK. 19.99 

F17 CHALLENGE*.12.49 

JOHN BARNES*.12.99 

JURASSIC PARK .25.49 

K240 (NAGA) .19.49 

LITTLE DEVIL .21.99 

LORD OF THE RINGS 2 * .20.49 

LOTUS TRILOGY (LOTUS 1,2, 3) .24.99 

MICROCOSM . 29.99 

OVERKILL & LUNER-C * .20.49 

PINBALL FANTASIES .20.99 

PROJECT X* .12.49 

QUAK * .12.49 

ROBOCOD .20.99 

RYDER CUP.21.99 

SENSIBLE SOCCER * .17.99 

SLEEPWALKER .21.99 

TFX.24.99 

ZOOL .21.99 

ZOOL 2 .21.99 



MEGADRIVE 2 + ALADDIN 

& TWO SEGA JOYPADS ...112.99 

MEGADRIVE 2 + SONIC 2 

& TWO SEGA JOYPADS ...112.99 

MEGADRIVE 2 + 

SIX GAMES & two sega 

JOYPADS. REVENGE OF 
SHINOBI, STREETS OF RAGE, 
SUPER MONACO GRAND PRIX, 
GOLDEN AXE, SUPER 
THUNDERBLADE, 

ALIEN STORM. 129.99 

MEGADRIVE 1 + 

FOUR GAMES & two sega 

JOYPADS. SONIC THE 
HEDGEHOG, REVENGE OF 
SHINOBI, STREETS OF RAGE 
AND GOLDEN AXE . 129.99 

ALADDIN . 39.99 

ALIEN 3.30.49 

ASTERIX - THE GREAT RESCUE .39.99 

BILL WALSH COLLEGE (US) FOOTBALL 

(EA FOUR PLAYER GAME) .35.99 

BLADES OF VENGEANCE *.35.99 

BUBSY BOBCAT.30.49 

CHUCK ROCK 2: SON OF CHUCK.35.99 

CLIFFHANGER .30.99 

COOL SPOT.35.49 

COSMIC SPACEHEAD * .31.99 

DESERT STRIKE.30.49 

DRACULA.30.99 

EA SPORTS SOCCER 

(EA FOUR PLAYER GAME).36.49 

ECCO (DOLPHIN) .30.49 

EURO CLUB SOCCER .15.99 

F15 STRIKE EAGLE 2 .35.49 

FANTASTIC DIZZY.31.49 

FLASHBACK .35.99 

FLINTSTONES.31.49 

FORMULA ONE RACING .39.99 

GENERAL CHAOS 

(EA FOUR PAYER GAME) .35.99 

GHOULS N GHOSTS .17.99 

GODS* .29.99 

GOLDEN AXE .17.49 

HOOK.30.99 

INDIANA JONES 3 .31.99 

JAMES POND 3 .35.99 

JOHN MADDEN ‘93.15.99 

JOHN MADDEN 94.35.99 

JOHN MADDEN AND EA ICE HOCKEY...31.49 

JUNGLE STRIKE.35.99 

JURASSIC PARK .39.99 

LAST ACTION HERO.30.99 

LEMMINGS .17.99 

LOTUS TURBO CHALLENGE .30.99 

MEGA GAMES 1 

(WORLD CUP ITALIA ‘90, COLUMNS, 

SUPER HANG ON) .15.99 

MICKEY AND DONALD - 

WORLD OF ILLUSION .15.99 

MICRO MACHINES.28.49 

MIG 29 FIGHTER PILOT .35.99 

MORTAL KOMBAT.42.49 

NHL HOCKEY ‘94 

(EA FOUR PLAYER GAME) .36.49 

NHL PA ICE HOCKEY ‘93.17.99 

PELE* . 29.99 

PGA GOLF 2.30.49 

POPULOUS 2 .35.99 

PUGGSY .30.99 

ROAD RASH 2.15.99 

ROBOCOP VS TERMINATOR .36.49 

ROCKET KNIGHT ADVENTURES .35.49 

SENNA SUPER MONACO.30.49 

SENSIBLE SOCCER .30.99 

SHINOBI 3 35.99 

SONIC 2.15.99 

SONIC SPINBALL .39.99 

SPEEDBALL 2.18.99 

STREETFIGHTER 2 - 

CHAMPIONSHIP EDITION.47.99 

STREETS OF RAGE .19.99 

STREETS OF RAGE 2 .35.49 

STRIDER .17.99 

SUPER KICK OFF .35.99 

SUPER OFF ROAD RACER .19.99 

SWORD OF VERMILLION.27.49 

TAZMANIA .24.99 

TEENAGE MUTANT HERO TURTLES - 

TOURNAMENT FIGHTERS .41.99 

TESTDRIVE 2 .21.49 

THUNDERFORCE 4 .28.99 

TOE JAM AND EARL.19.99 

VIRTUAL PINBALL* .35.99 

WIZN’LIZ .30.99 

WRESTLE WAR .11.99 

WWF ROYAL RUMBLE.43.99 

WWF WRESTLEMANIA.20.99 

ZOMBIES .32.99 

ZOOL .36.49 

We only supply official UK products. 
Official suppliers of all leading brands. We 
sell games and peripherals all at amazing 
prices for Megadrive, Master System, 
Game Gear, Super NES, Gameboy, NES, 
Lynx, Amiga, Atari ST, PC, CD ROM and 
Apple Mac. 


MEGA CD 2 UNIT FOR 
MEGADRIVE + 7 GAMES 

SOL FEACE, COBRA COMMAND, 
SEGA CLASSICS(COLUMNS, 
SUPER MONACO GRAND PRIX, 
STREETS OF RAGE, GOLDEN 
AXE, REVENGE OF SHINOBI). 
CONNECTS TO MEGADRIVE 1 
OR 2TO PLAY ALL MEGA CD 
TITLES. (DOES NOT INCLUDE 
MEGADRIVE) . 239.99 

MEGA CD 1 UNIT FOR 
MEGADRIVE + 7GAMES 

SOL FEACE, COBRA COMMAND, 
SEGA CLASSICS(COLUMNS, 
SUPER MONACO GRAND PRIX, 
STREETS OF RAGE, GOLDEN 
AXE, REVENGE OF SHINOBI). 
CONNECTS TO MEGADRIVE 
TO PLAY ALL MEGA CD TITLES. 
(DOES NOT INCLUDE MEGADRIVE) 

0*50 qq 

MEGA CD GAMES 

BATMAN RETURNS .39.99 

BEAST 2*. 29.99 

BLACK HOLE ASSAULT .24.99 

CHUCK ROCK 2: SON OF CHUCK.36.49 

DRACULA.36.49 

DUNE.36.49 

ECCO THE DOLPHIN.36.49 

FINAL FIGHT .32.49 

HOOK.36.49 

JAGUAR XJ220 .36.49 

LETHAL ENFORCERS 

(WITH LIGHT GUN).45.99 

MICROCOSM *.39.99 

MUSIC VIDEO : INXS .35.99 

MUSIC VIDEO : KRISS KROSS .36.49 

NIGHT TRAP (2 CDS) 

RATED 15 YEARS OR OVER .39.49 

PRINCE OF PERSIA .34.49 

PUGGSY*.31.99 

ROAD AVENGER .32.49 

SEWER SHARK .36.99 

SHERLOCK HOLMES 2.36.49 

SILPHEED.39.99 

SONIC CD.36.49 

TERMINATOR .36.49 

THUNDERHAWK.36.49 

WOLF CHILD .24.99 

GAME GEAR DEALS 

ALL GENUINE UK VERSIONS 



GAME GEAR WITH 
COLUMNS 

(NO MAINS ADAPTOR). ...69.99 
GAME GEAR + FOUR 
GAMES (NO MAINS 
ADAPTOR). CHAMPIONSHIP 
TENNIS, PENALTY KICK, 
COLUMNS FLASH AND PAN 
AMERICAN ROAD RALLY GAMES 

ON ONE CARTRIDGE. 89.99 

MAINS ADAPTOR FOR GAME 
GEAR (RECOMMENDED AS 
BATTERIES DO NOT 
LAST LONG).7.99 

ADDAMS FAMILY*.25.99 

C.J. - ELEPHANT FUGITIVE.23.49 

CHUCK ROCK 2: SON OF CHUCK.25.49 

COOL SPOT.24.49 

COSMIC SPACEHEAD * .23.99 

DESERT STRIKE. 24.49 

DINO BASHERS* .23.99 

DOUBLE DRAGON.25.49 

DRACULA.22.99 

ECCO THE DOLPHIN.25.49 

FANTASTIC DIZZY.23.49 

FORMULA ONE RACING .25.49 

GLOBAL GLADIATORS (MIC & MAC) ...25.49 

HOOK.22.99 

JAMES BOND 007 .25.49 

JUNGLE BOOK .24.49 

JURASSIC PARK .25.49 

LEADER BOARD.20.49 

MICRO MACHINES * .23.99 

MORTAL KOMBAT.30.99 

PGA TOUR GOLF .24.49 

PRINCE OF PERSIA .23.49 

ROAD RUNNER (WILE E. COYOTE) .25.49 

ROBOCOD .25.49 

ROBOCOP 3* .25.99 

ROBOCOP VS TERMINATOR .24.49 

SENNA SUPER MONACO.23.99 

SENSIBLE SOCCER .22.99 

SONIC 2.21.99 

SONIC CHAOS.24.49 

SONIC THE HEDGEHOG .16.99 

STAR WARS.24.49 

STREETS OF RAGE .20.49 

STREETS OF RAGE 2 .25.49 

SUPER MONACO GP.15.49 

SUPER SPACE INVADERS .23.49 

TAZMANIA .23.49 

TOM AND JERRY .20.49 

WWF STEEL CAGE CHALLENGE .25.99 


HUNDREDS OF SEGA AND NINTENDO 
ACCESSORIES IN STOCK PLEASE CALL 
FOR A CATALOGUE ON 

0279 600204 
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READ NRG Regular Club Magazine 
Bl] CHOOSE from our Huge Selection 
ill BUY at Best Possible Prices 
§1 SAVE with our Special Deals 
§§ SAVE more with our XS Coupons 
^ WIN up to £60,000 worth of prizes FREE 
JOIN now from just £4.00 

We only supply members but you can order as you join 

There's no obligation to buy and you can be any age. 
Just send in the form below or phone Sales on 0279 600204. 
As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi¬ 
monthly only to Special Reserve members. NRG contains: 

The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 

2. Reviews in colour and latest information on new products 

3. Charts and Release Schedule, to help you choose and plan 

4. The best prices. Just one purchase will save you your joining fee 

5. Hundreds of Special Offers. Top games at prices you won't believe 

6. XS Super Savers. Money-off coupons worth over £180 a year 

7. BIG £10,000 TARGET PRIZE COMPETITIONS. In every issue 
of NRG, exclusive to members, free to enter! 

That s why over 200,000 people have joined Special 
Reserve, the biggest games club in the World! 

0279 600204 

OPEN 10am til 8pm Seven Days a Week! 

Order/Confirmation/Receipt sent for every order. 

You can also Fax your order to us on: 0279 726842 

We pride ourselves on our after-sales service. (18 customer service lines) 

Inevitably some games listed may not yet be available. Please phone sales on 0279 600204 to 
check availability before ordering. In the event of delay we issue refunds on request at any time 
prior to despatch. We reserve the right to change prices without prior notification. E .& O.E. 


SAWBRIDGEWORTH SHOP 
2 South Block, The Maltings 
Sawbridgeworth, Herts 


CHELMSFORD SHOP 
43 Broomfield Road, 
Chelmsford, Essex 


CLUB SHOPS OPEN 10am til 8pm SEVEN DAYS A WEEK. 

Registered Office: Inter-Mediates Ltd, 2 South Block, The Maltings, Sawbridgeworth, Herts. CM21 9PG. 
All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 

MEMBERSHIP FEES 6 MONTHS ONE YEAR TWO YEARS 
TRIAL ANNUAL WITH FREE 

MEMBERSHIP MEMBERSHIP HARD BINDER 

UK MEMBERS 4.00 7.00 14.00 

OVERSEAS EC MEMBERS 6.00 9.00 18.00 

OVERSEAS WORLD MEMBERS 7.00 11.00 22.00 

WEONLY SUPpTyIMEMBERS BUT YOU CAN ORDERAS YOU JOIN. 1 
THERE ARE NO SURCHARGES ON TELEPHONED ORDERS.(UK) 
(PLEASE PRINT IN BLOCK CAPITALS) gp|y 

Name_ 


Postcode 


Phone _ 


Enter membership number (if applicable) or 

NEW MEMBERSHI P FEE (ANNUAL UK 7.00 


1 

1 item 


l 

1 item 


l 

item 


1 

1 ALL PRICES INCLUDE UK POSTAGE & VAT 

i 

£ 

Cheaue/P.O./Access/Mastercard/Switch/Visa (Switch Issue No ) 

l 

l 



iCard 

* expirv date Siqnature 

! Cheques payable to: SPECIAL RESERVE 
] P.O. BOX 847, HARLOW, CM21 9PH 

l Overseas Orders Surcharge (EC or World): Software orders 
l please add £2.00 per item. Non-software items please add 
l 25%. Hardware items supplied to UK mainland only. 

Overseas orders must be paid by credit card. 
























































































































































































































































































































































































































(a) Removing your spine. 

(b) Removing your wisdom teeth. 

(c) Removing a small piece of fluff from your 

belly button. 


(a) Applause 

(b) Shout of power 

(c) Excuse me. Is that your car parked outside 

my house? 


4000 


copy of MORTAL KOMBAT 
PLUS! A T-Shirt to wear 
while you play it! 
Courtesy of Virgin 
and your super-sizzling The One! 


WHAT CAN I DO ABOUT 
THIS DREADFUL STATE OF 
AFFAIRS? 

Don't despair, because thanks to our best mates 
at Virgin we're able to offer you this stunning 
chance to win not only a copy of the much 
awaited game but also a stonkingly trendy T- 
shirt as modelled by the dazzling Matt (Mr Sains- 
bury's Assorted Biscuits 1987) elsewhere on the 
page. All you have to do is take a look at the 
screen shots on the page and answer some sim¬ 
ple questions based (very loosely I might add) on 
the Mortal Kombat characters that you see. 

Think you know the answers? Well plop 'em 
on a postcard or the back of an envelope, and 
mail it to: The Obvious Ego Trip Compo, THE 
ONE, Priory Court, 30-32 Farringdon Lane, Lon¬ 
don EC1R 3AU, to arrive no later than 28th 
March 1994. Oh, and try to make your writing 
vaguely legible. Ta! 


(a) He's sad and lonely. 

(b) He's blind and lonely. 

(c) He has an infrared implant and believes the lamp 

to be Cindy Crawford at night. And is lonely. 


(a) Matt (orange belt) 

(b) David (large belt) 

(c) Simon (fuzzy felt) 

(d) Jenny (super svelte) 

359000 


WHAT'S IT ALL ABOUT? 

You've waited haven't you? MORTAL KOMBAT! 
You've seen the adverts on TV haven't you? 
MORTAL KOMBAT! You've wondered why lots of 
people are running around the streets shouting 
MORTAL KOMBAT! Well, now you know (or at 
least you will know once you've read our four- 
page review of it.) 

Yes, if there's one thing we all really enjoy, it's 
pointless violence and large amounts of blood 
and phlegm - and when David isn't enjoying a 
nose bleed, there's always Mortal Kombat to pro¬ 
vide the jollies. 

If you're looking for an educational package 
that covers, in depth, the subject of making 
friends and male bonding, there's nothing better 
than a few rounds of old MK. 

But one thing's missing... 

You might have an Amiga. You might have 
games to play on it. But look at yourself. Yes, 
YOU'RE NAKED! 
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No Leader controls the destiny of this new world, yet. Can you? Unite each 
territory by word or by sword or face bitter defeat at the hands of the other 
PowerMongers. You can: 

Forge an alliance, spy on your enemies, bribe the weak and send your 
troops in to attack! 

* Realtime action. * Up to 3 computer opponents. * Billions of worlds! 


Excellent. 


PC FORMA! 


© 1992 Bullfrog Productions Ltd. 

Produced under license from Electronic Arts Ltd. 


"Knocks your socks off... you've never seen 3D as good as this. The 3D twist 
works extremely well and arguably makes Robocop 3 the best film license 
yet." ACE 


’This is definitely one of the best film licenses ever." GAMES X 


Robocop 3 brings you a fast 3D polygon theatre of action featuring... 
ALLEYWAY SHOOT-OUTS, CAR CHASE, ARM TO ARM COMBAT with ROBOT 
NINJAS and much, much more. 


TM & © 1991 Orion Pictures Corporation. 
All rights reserved. 
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Ttl HEART H 1111 

Years ago he was banished from the 
world. Now the dark lord Estoroth is 
back with a legion of hell's unholiest 
fiends. Their mission - blood revenge! 
Your brave band must recover the lost 
relics that alone can seal Estoroth and 
his infernal terrors in the Black Crypt. 
But be warned... you've never met 
such clever killers. 

* Unique monsters ambush, roam, hunt 
and hide. 

*12 dungeons, 20 levels including 
special underwater level. 

* Over 50 fully animated spells and 
effects. 

* Digitised sound effects and musical 
score. 

© Electronic Arts Ltd. All Rights Reserved. 

Produced under license from Electronic Arts. 
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as you face stomping skeletons laying 
traps to trick you, face-gripping flying 
fiends and much, much more. You 
must rescue the monks... but beware, 
they are guarded by a most evil 
creature imaginable! 

* 12 levels, 8 landscapes & 150 
screens. 

* A multitude of devious enemies to 
destroy. 

* Power up with axes, fireballs, chains 
and much more. 

"Everything you could possibly want 
from an arcade adventure." ZERO 


Armed with 40 front line aircraft, your 
mission is to devastate the enemy's 
land, sea and air forces whilst 
protecting your own. But your enemy 
is unpredictable and constantly on the 
move, repairing and replenishing his 
forces and carefully planning his next 
attack. 

Birds of Prey is a unique simulation of 
modern warfare. You will not only 
experience every aspect of modern air 
combat but you'll also discover the 
pure power of 40 fighting aircraft. 


Once again, the WWF* Superstars* 
unite for the Grand European 
Rampage* Tour. Join your favourites, 
Hulk Hogan,** Ultimate Warrior* 
and many more as they travel across 
Europe to square off in the ring against 
tag teams like the Natural Disasters* 
and the Nasty Boys* 

Watch them in the squared circle.^ 
Follow them to the Grand Finale Matcli 
at Madison Square Garden in New 
York City. Test your strength and skill. 
Work with your team-mate to achieve 
the ultimate goal - the European 
Rampage* Tag Team Title 

‘Trademork of TitonSports, Inc. “Hulk Hogan, Hulkamanio and 
Hulkster are trademarks of Marvel Entertainment Group, Inc., licensed 
exclusively to TitonSports, Inc. All other distinctive character names, 
iikenesses, titles and logos are trademarks of TitanSpoits, Inc. 

© 1992 All rights reserved. 


"Terrific flight simulation. 


© 1992 Dinamic Software. 

Game Design Zeus Software 1992. 


© Argonaut Software 
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"THE BEST GOD GAME JUST GOT BETTER" 


Exactly how many awards will it take before 
you own a copy of Sid Meier's Civilization? 



SCREEN STAR 


SEPT 

1993 


Winner! 

Best Consumer 
Product 1991 


Winner! 

Best Entertainment 
Program 1991 


Winner! 

Best Strategy 
Program 1991 


Winner! 

Most Original 
Gamel991 


NEW AGA VERSION AVAILABLE NOW 
FROM ALL AMIGA STOCKISTS 

Published by Software Demon 
UPGRADES AVAILABLE 

For trade enquiries contact Kompart (UK) Ltd on: 

0727 868 005 

Sid Meier’s is a registered trademark of Microprose Ltd. Civilisation is published under licence to Software Demon by Microprose Ltd 
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Y ou can tell Chrimbo 
is coming - just look 
at the quality of the 
budget titles we've 
got this month. And 
just when you thought the hype 
H had dies. Street Fighter 2 returns 
at bargain basement price to start 
it up all over again! 


COMBAT CLASSICS 2 


fit I Empire £ 29.99 

E mpire seem to have an eye for good compilations, and 
for the casual sim fan this is well worth a gander. Lift¬ 
ing off with MicroProse's brilliant FI 9 Stealth Fighter 
.ve're in familiar flight sim land, with loads of typically accu- 
r ate flap waggling from Microprose as we take to the skies 
n the hush-hush Stealth plane. As with most Microprose 
sims, there are plenty of missions and the assorted polygon 
andscapes are updated at a fair old pace, creating a believ¬ 
able atmosphere and ensuring the many dogfighting and 
strafing scenes roll along at a decent enough speed. 

The weakest of the three trundles out next in the shape 
of Empire's own Pacific Islands. The follow-up to Team Yan- 
<ee, Pacific offers more of the same tank-based action, as 
a convoy of tanks are at your disposal in a number of mis¬ 
sions. There are a few nice ideas but the action is far too 
low-moving, and the chunky graphics often confuse. With 
he exception of the linked missions, there's very little to 
discern between this and its predecessor. 

Finally, we come to another MicroProse sim in the form 
of Silent Service II, which you'll find reviewed elsewhere 
n this section. 

I So there you have it, two out of three ain't bad, and 
Pacific Islands is by no means a complete stinker. Ordinar- 
ly, the games featured in this compilation would cost in 
■ excess of £100, so this represents great value for money - 
omething the old parent always seem to fall for. [MB] 




KIXX XL £ 14.99 




Y es, this may indeed feature Chun-Li, Ken and E. Honda, but, by golly, this is not Street 
Fighter II. I suppose we were all hoping for the impossible, but whilst Creative Materi¬ 
als' conversion of the classic Capcom coin-op may indeed resemble the arcade game, 
in terms of gameplay it is as far removed as Space Invaders is from Namco's Galaxian 3 machine. 

For those of you who have been holidaying on the moon or something, SF2 is THE arcade 
phenomenon of recent years. Eight warriors have come together to knock seven shades out 
of each other so they get a chance to take on three larger bosses and the arch bad guy, M. 
Bison. Using a variety of punches 
and kicks, each fight takes place 
over three rounds, with the win¬ 
ner being the first to whittle away 
their opponents' energy. 

And then there's the special 
moves. These are what separated 
SF2 from the rest of the pack and 
what also sparked off a series of 
clones. Using complex combina¬ 
tions of joystick manipulation and 
the coin-op's six buttons, extra 
devastating punches and kicks 
can be pulled off - and very smart 
they were, too. 

Well, Amiga SF2 also has these, 
but unlike in the arcade game 
(and indeed the Super NES and 
Megadrive versions) the action is 
far from instinctive. The special 
moves have to be selected before 
the bout starts and the six but¬ 
tons of the coin-op are barely 
replaced by the one of most joy¬ 
sticks. And it's slow, too. Very 
slow. Basically, there was no way 
- despite most people's hopes - 
that this was ever going to be a 
contender. This may look like the 
coin-op, but that's where the 
resemblance ends. Put the cash 
towards Mortal Kombat. [MB] 
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ANOTHER WORLD 


K1XX £ 14.99 


D elphine's pre- i 
decessor to | 

Flashback, 

Another World stars I 
one Lester Chaykin 
who, during a routine 
experiment, opens a I 
loop hole in time and is whisked into an odd dimension 
inhabited by a race of simian-like creatures - a genuine Plan¬ 
et Of The Apes if you will. Waking up with the headache to 
end all headaches, Lester is left to pick his way through the 
strange world, avoiding the ape-like guards out to blast him. 
Thus starts a rather smart thirty-three stage arcade/adven¬ 
ture which shows off Deplhine's stunning graphical prowess 
to the full. Starting off being chased by a large black crea¬ 
ture, Lester eventually makes it to a cavern system, before 
teaming up with a friendly local and heading for the only 
known escape route. That may not sound very exciting, but 
such is the presentation and realistic control over Chaykin 
that the game soon draws you into its atmospheric world. 

Delphine are the masters of cinematic inserts. Between 
each level the scene is set via a series of cutaway shots. For 
instance, when Chaykin wakes up after being stunned and 
locked in a cage, you are shown a close-up of his eyes as 
they dilate and try to focus on what's going on! If there's 
one area the game does stumble a little, though, it's in terms 
of speed and initial confusion over the controls. Lester can 
be made to run, walk, sidle along, jump great distances or 
even bunny hop - and later on in the game he also collects 
a gun which acts as both a shield and a weapon. Granted, 
these are excellent ideas, but with the gun sections in par¬ 
ticular, activating the shield whilst letting off shots proves 
extremely difficult - and getting hit means it's 'Game Over.' 
Still, this is arcade/adventuring at its best and most involv¬ 
ing. Ignore its short-comings and you're on to a real win¬ 
ner - an excellent re-release. [MB] 



ASHES OF EMPIRE 


Action 16 £ 16.99 

M ike Singleton's first epic NOT to appear under the MicroProse banner came courtesy of 
Mirage - and now it's back again courtesy of Digital Integration's cheapie label. Billed 
as a "complex fusion of adventure and strategy". Ashes Of Empire is a huge strategy 
affair, with the player out to placate a couple of dictators whose constant bickering and hos¬ 
tile actions threaten the world. 



As the leader of a global 
peace-keeping squad, you've 
got to use every option avail¬ 
able to keep people happy. 

Thus, what follows is a com¬ 
plex mixture of espionage, 
keeping the starving fed 
where necessary, and - ooh-la- 
la! - even a bit of seduction 
where necessary. 

Mike Singleton's Midwinter 
games were a success because 
they blended a strategy theme 
with arcade action. Ashes 
leans more towards the strat¬ 
egy side of things and is con¬ 
siderably more complex, but not quite so enjoyable. The game opens with a map of the area 
you've been left to unite, with key areas in peril highlighted. On making your way to one of 
these, a Midwinter-esque 3D section opens as you head there, before giving way to a series of 
flick-screens as you scour each town for new recruits to your peace corps. 

There's so much in Ashes Of Empire, it's hard not to be impressed by its size and content. But 
in creating such a monster strategy affair, the programmers have neglected to make the game 
fun. I don't expect a game of this type to a barrel of laughs, but after a while it becomes a chore 
and moving from town to town all gets a little dull. Strategy fans could do a lot worse than 

this, but I think I'll be sticking to Midwinter. [MB] 
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FORMAT AVAILABILITY AND RRPs 


STREET FIGHTER II™ TM & @1992 CAPCOM Co. Lid. All rights reserved. CAPCOM and STREET 
FIGHTER II are trademarks of CAPCOM Co, Ltd. Manufactured and distributed under licence 
from CAPCOM Co. Ltd,, by KIXX. SPEEDBALL 2 and XENON 2 ©THE BITMAP BROTHERS. 
Ail rights reserved. JAMES POND 2 - ROBOCOD ©1991 VECTORDEAN/MILLENNIUM. 
All rights reserved. SWIV ©THE SALES CURVE Ltd. 1991. All rights reserved. 
RICK DANGEROUS 2 ©1990 CORE DESIGN/MICROPROSE Ltd: All rights reserved. 


KIXX, Units 2/3 Holford Way, 

Holford, Birmingham B6 7AX. 

Tel: 021 625 3311 Fax: 021 625 3312 
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RAILROAD TYCOON 

Action 16 £16.99 
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I ow many times have you stood on a freezing cold 
station waiting for a train only for it to be can- 
I celled? Loads, I expect - after all, not a day goes 
past without some mess up or other delaying us from 
getting to work or home. Leaves on the track, wrong kind 
of snow, dozy station workers who basically couldn't give 
a monkeys about the poor sods who pay twenty-odd quid 

a week to travel ten miles - the excuses are endless. Still, think you can do better? 'Course 
you do - and here's your chance. 

Sid Meier's classic rail-building game makes a welcome return, and proves every bit as 
compelling as it was first time round. Set in the early 1800s, Railroad Tycoon gives the play¬ 
er the chance to out-BR BR by creating a flawless transport system. Everything from lay¬ 
ing the track and building the assorted stations and signal boxes falls down to you - as 
does balancing the books and other such important features. In addition, accidents are 
also your responsibility, so it's important you keep your many trains in perfect order and 
ensure the tracks are always in a decent state befofe the insurance claims roll in. 

Railroad Tycoon is quite simply a dream to play. It's easy to control thanks to a simple 
menu system, and the variety it offers is second to none - it could be described as "Popu¬ 
lous with wheels"! Graphically, it's no great shakes, but the gameplay is where it's at 
and it's there in stacks. It's extremely hard building up a decent company, and mine always 
seem to collapse just as they start to do well for themselves. Even so, this is the most fun 
you'll have playing trains outside of Hornby models. [SB] 


SILENT SERVICE II 

Action 16 £16 99 

I t's time to dive, dive, dive, as MicroProse's sequel to one 
of their earliest sims returns for another battle. Originally 
released for the C64 and Atari 800 systems. Silent Service 
put the player in charge of a sub in the middle of some name¬ 
less war in a series of simplistic missions. For this sequel, once 
again the whole world seems to be at war - but this time 
things are a little more complex on the control front. 

Everything from navigation to weaponry is at your dispos¬ 
al, and single key presses are used to initiate the sub's many 
features. However, although it is considerably enhanced over 
the 8-bit versions. Silent Service II is still far from a complex 
sim, and nor is it gripping stuff. The game plods along at an 
extremely sedate pace and, whilst it is a well-designed sim 
and well up to the standard of past MicroProse games in terms 
of content and progressive missions, it's all a little too slow- 
moving for my liking. Granted, this may be a reflection of life 
at sea, but the battles soon get a little dull as the same graph¬ 
ics are used over and over again. 

It's a real mixed bag in the graphics department, too. The 
in-sub graphics are fine, with some really nice use of shading 
and some more than adequate detail. But the map screens are 
bland to say the least and the battle scenes are a massively 
missed opportunity. In fact, your prey are shown as tiny ships 
on the horizon with the odd flash as they get hit - as seen in 
Computer Battleships all those years ago. Even at seventeen 
quid this isn't particularly recommended. It's by no means 
awful, but only really worth persevering with if you get it as 
part of Empire's war game compilation. 




















































































surplus stock sell-off!!!! top selling gomes 

FROM ONLY £ 1 EACH 

AMIGA, ATARI ST, PC, 
C64, SPECTRUM, AMSTRAD 

just send one first class stamp telling us what computer you have and 
we'll send you a full list of available software at prices you won't believe to: 

Surplus Software Sell Off, Dept 03 6 Mercury House, Calleva Park, Aldermaston, Berks. RG7 4QW 

THIS IS NOT PD OR SHAREWARE SOFTWARE, ALL GAMES ARE SHOP SURPLUS 


ADVERTISERS INDEX 


AMIVISION.PAGE.97 GAMETEK.PAGE. 18&19 RENEGADE.PAGE. 12 

CODEMASTERS.PAGE.59 ICE.PAGE.42 RUBYSOFT.PAGE. 117 

CORE DESIGN.PAGE.S 9,26, IBC MINDSCAPE.PAGE. 35 SILICA SYSTEMS.PAGE 121 

DATAGEM .PAGE. 122 OCEAN SOFTWARE. SOFTWARE DEMON.PAGE.114 

DIGITAL INTERGRATION.PAGES. 30,52,91 ,OBC THALION.PAGE. 68 

.PAGE.S 29,81 PREMIER MAIL ORDER.PAGE 86 US GOLD.PAGE.S IFC 95 

VONIARK .PAGE.25 PSYGNOSIS.PAGE.45 VIRGIN GAMES.PAGE.41 


An incredibly addictive and detailed formula one simulation for 1 -4 players. 



15 teams, 2 cars per team, 50 drivers with varying skills, complete engine & tyre contracts.Choose tyre compounds 
your engines, change wing settings, even train your pit crew! 

Qualifying, 16 accurate championship circuits, news section, realistic sound fx, r load/save games, .weather forecasts, stati- 
tics saved, latest rl5A rules, sponsors, full drivers and constructors championships 

Latest up to the minute details, easily updatable, Incredibly addictive, produced by true fprmula one fans. 

I his is the most realistic tormula one management simulation, guaranteecT! 


i, guarani 

Just £14.951 Includes instruction manual 

PLEASE MAKE CHEQUE/POSTAL ORDER PAYABLE TO S.RENNOCKS. 


DEMO DISK £1 - A1200 compatible 

DEPT THO, 1, Cherrington Drive, Great Wyrley, Walsall, WS6 6NE 




















































Not much space so you'll just have to dive 
on in. Prepare to be amazed at the hottest 
tips this side of Tipsville. 


There are those who muscleboundosaurus himself, Dino. A 

fair few people will find him tough to 
would say that Team control, but to their liking after con¬ 
trolling him for a while. Slow and slug- 
<17 struck sold with gish in P ,aces ' what he loses in speed 
** he makes up for amply in strength. One 

the release of Body of the strongest characters in the game, 

the best way to play him is carefully - 
Blows. There are also practise your timing as often as possi¬ 
ble, and you'll soon find him to be 

those who would say invincible. 

Best Attack: The Duck and Punch. 
This one can take a little timing to get 
perfect, but the results are devastating. 
When your enemy leaps towards you, 
duck and then punch the air where the 
enemy is about to land, then sit back 
and watch them fly. 

The Old One-Two: If you aren't the 
kind of person who wants to sit about 
waiting for the enemy to attack you, the 
best form of defence is to Jaw Snap your 
way across the screen, getting ready to 
block at any time, and then Duck Punch 
them to the deck. It never fails! 


that it's no good, but 
only because they're 
no good at it. Be the 
envy of your friends 
and the object of 
desire with the part¬ 
ner of your choosing 
with our full, in- 
depth players guide. 


Strange as 

J may seer 
Phantom is act 
ally one of th 
m hardest chara 

ters u t0 beat - 
might seem a I 

tie unusual that a guy with no legs g 

defeat most people, but when yc 

think that he can do two particu! 

moves that are practically unbeatab 

then you can see what makes him su 

a good character to play. 

Best Attack: There isn't much th 

can hold out against the Deathbu 

Kneel before your enemy to lull the’ 

into a false sense of security, and th- 

stick your head at their midriff as fc 

and as hard as you can. Who said yc 

can't touch ghosts? 

The Old One-Two: Phantom is cap 

ble of so many effective combination 

we didn't know what to suggest, b. 

in the end we settled for a Sonic Wa 


The Ice King 
with the stupid 
name is one 
mean mutha if 
/ , I* % i you can get to 

fists - easily his 
best weapons. The Big Freeze is an 
excellent weapon, if you can time it 
correctly - there's no point freezing the 
Phantom in mid disappearance, as you 
can't get any hits in before he thaws. 


Let's face it - the 
m creatures filmed 
so beautifully in 
Jurassic Park are 
~ ^ nothing but cry- 

** % babies. For some 

* • m real prehistoric 
action, try taking control of the 























Jawbreakers should set things moving defences are useless, or near enough, 
nicely, and then Kai-Ti's magnificent so watch your guard, and he has one 
Triple Kick finishes things off. Anyone of the easiest avoidable special moves 
who can't complete the game with this in the game. 

character is a bit wet. Best Attack: The Powerpull can be 

useful, but I think I'll plump for the 
JUNIOR straight Low Punch. Works when timed 

A snowballing well, sucks at any other time. As always, 
r " W# powerhouse, PRACTISE! 

Junior's got the The Old One-Two: Start with some 
^ muscle to do low punching action (most of the char- 
the job, but acters are male, so this type of attack 
whether he has always works) and then shoot across 
the speed the screen with a Retro Thrust. You 
depends on how you play him. Kai-Ti need a little time and space to pull this 
can throw out moves like there's no one off well, so pick a moment when 
tomorrow, but Junior requires a little the opposition is just finishing a move. 


x three to set the mood, followed by ! strength by 

ne unbeatable Orb Of Destruction. For being very, very 

aximum effect, perform at least two fast. No-one can match his punching 
rbs and round off with a Deathbutt. speed, and this is something you should 

take full advantage of. 

EMFERNO Best Attack: The Lightning strike. 

Someone else Well, I said he was fast didn't I? As far 
with no legs, 
an d ^ someone 

’*»e body can be used as an offensive 

veapon - head, arms, tail, stomach etc, jrjfe ’• IIR* 

nich leaves the character with a real- j* 

y hot defence arsenal (we were going 4jl|% 1 || 

: do a joke about bottoms here, but jjHyP #§ , 

•Kided that it wouldn't be funny). flip “ % 

:nal favourite, simply because it's fast, 

:ry effective and can be pulled off 
th no trouble at all against most 
^ponents. Hold your defence until you 
ee the opening, and then let one 
rough. 

The Old One-Two: Use the deadly 
:<nning Flame a couple of times to get 
:ur enemy on the floor, and then fire 

Heat Creeper towards them. If you're - 

ose enough, they won't be able to as I'm concerned if you've got a move 
jmp in time, and they'll fry on the that means you can get three punches 
ot. in faster than most people can get one, 

then use it! 

^AN The Old One-Two: Start with a few 

Generally Lightning Strikes, and then lay out a 
regarded as the High Punch to send people to the land 
best character of Nod. Again, if you can get them 
% / to play, Dan is against the wall, then all the better, but 

/V the most tradi- keep your guard up if you can. 

• . 1 tional fighter in 

the game, and 
^erefore the easiest to get to grips 
^th. Although his moves consist 
nost exclusively of standard kicks and 
-nches, a couple of them are so pow- 
"*ul that, when mastered, he becomes 
mpletely invincible. 

Best Attack: The Roundhouse, no 
estion about it. Make sure you've got 
ough room to be able to pull it off, 

*nd then let one fly. If it connects - and 
I will every time with practice - you 
•X)uld have your opposing number on 
■? floor within seconds. 

The Old One-Two: Kneel and let out 
ome low punches, and then leap up 
let out a Powerpunch. This is par- 
ularly effective if you can get your 


You remember 
what I said about 
SS female characters 
being the best? I 

(HkI A lied. Azona is 

jfcyS* probably the 

worst fighter of 
mm ^e * ot ' Mos1: °f ^ er attacks are useless, 
that board thing she stands on is a 
waste of time, and for some reason 
most of her moves involve jumping, 
K, ^ which leaves her very vulnerable 

^ ■_ M indeed. 

IIr Best Attack: This might be the best, 

but it doesn't mean it's any good. The 
Sliding Kick is a way to get you into the 
centre of the battle. Keep sliding to get 
the most damage, but you'll probably 
get kicked a lot at the same time. 

The Old One-Two: Some straight 
punching followed by a Forward Flipper 

- will get you out of most trouble spots, 

pacing to really fight effectively. Don't which means you'll be doing it all the 
go for a quick kill, just rain blows at a time. You need to be real close for the 
constant rate and you should be fine. FF to do any good. 

Best Attack: Junior's Jab is his main¬ 
stay - fast yet strong enough to cause PUPPET 

enough damage, use it to get out of He looks daft, 

any kind of trouble, or just use it to ere- Jb». \ but his 

ate trouble. igp extendible reach 

The Old One-Two: How would you makes him quite 

like to take out half of someone's ener- formidable in 

gy in one attack? This is how to do it - V Aplaces. Keep him 

keep jabbing them backwards until at a distance 

I'm not sure why, you've got them against a wall, smash from the other player, and use the 
but the female them with The Blitz, and the send them reach as much as possible to lay on the 
character in these into the middle of next week with an damage. Get in too close, and you'll get 
games always Iron Uppercut. Yeah! kicked to pieces, 

seems to be the_ Best Attack: It has to be the Super 


is coir 
id at tt* 
> isn't tb 
ust wac 
fire bo* 
Keferab 
and the 


ist is tf 
ation. i 
s track 


best. Could it be 
that the oppo¬ 
nents don't want to hit a girl? Or could 
it just be a bit of Women's Lib up at 
Team 17? Whatever, if you want an 
easy ride, then Kai-Ti's your best bet. 

Best Attack: The Jawbreaker is com¬ 
pletely infallible. My favourite move 
among all the characters, it is possible 
to finish the game on the hardest level 
doing only this move. Try it! 

The Old One-Two: A couple of 


mch th 
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Having trouble fighting through Soccer Kid? Can't 
get all the cards? (I r ve got two Alan Shearers that 
l r ll swap for an Eric Cantona if you've got one). 
Fear not, for here are complete and detailed maps 
of the whole of the first country, England. 
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What's that? Psygnosis have finally released 
Combat Air Patrol. Oh, it's a bit tough is it? 
Well, here are some hints and tips to help 
you complete some of those fiendish 
missions, courtesy of Alan Shevlin and Mark 
O'Conner at Psyggy. 


Clicking on the printer brings up all the latest weather details. Well, it doesn't 
really bring them up, it more sort of shows them on screen, but you know 
what I mean. Once again, note where everything is. 


Clicking on the monitor shows the TAMPS recon system, which will enable you 
to see all threats and way points. If you like you can even change your flight pa 
tern here, but who would really want to? 


Now go to the hangar deck, where you can tool up your craft with all manner c 
lovely weapons, or just leave it with the default load. Once you have it all loade 
up, click on the pilot to be moved out on to the flight deck. Time to get ready 
for some action. 


y<r— At the start of the 
campaign, you find 
yourself sat in the 
briefing room. Us 
usual, this gives you all the 
basic information you neec 
to complete your mission, 
so note carefully what's 
said, including interesting 
little titbits like where the 
opposition actually are. 


If you click on the Map Room, you are shown a map of Iraq and Kuwait. 
Here you can plan and move all land-based assault troops. You can even 
launch air strikes and artillery barrages, plus check out the strengths and 
weaknesses of all units shown on the map, of course. 


HERTHER REPORTS XIDIOHTE THEAE SHOULD EE 
RUERRGE MI5IEILXT|' Q^ER THE TARGET. 

CLOUD BASE 15 ISS30 FT 
IT SHOULD TOP OUT RBHUT 22000 FT 
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Time to take a quick scan of the 
controls before you take off. 
Press FI to take the pilots view, 
and then press both Alt keys to 
start the engines. Press help four times to 
power up and you're ready. 


Keys 1 and 2 bring up the various 
Multi Function display modes. 
Switch through them until you are 
showing the Radar, and then 
press shift and R to switch it on. The tab 
key changes between the various radar 
modes, so get used to moving through 
them regularly. When you are ready, press 
L to launch and you're away. 
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Now we are nearing the 
target, it's time to switch 
to full combat mode. 
Select the appropriate 
radar mode and weapons set (generally 
AIR-GROUND) and get the enemy in your 
sights. 


When flying, keep a close eye out 
for enemy aircraft. Should some 
attack, you should have no trou¬ 
ble dispatching them with a cou¬ 
ple of sidewinders, and you can 
easily get their missiles off your trail with a 
couple of flares. Watch out for enemy 


Use the waypoints to^et to your target, pressing the W key to cycle through 


them. Move through them in succession, and try not to skip any as they mark tanks too. One word about fuel - you need 


out the safest possible route. When you have one selected, check the top of the to conserve as much as possible, so lower 


' you 
Mini 


HUD. The small arrow on the compass shows the direction to the next your thrust to about 60% and use the 

waypoint, so line yourself up with it. accelerated time to get you to the target. 
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evading the AAA fire, and select the Mini 
rockets. The crosshair on screen should 
then be aimed at the enemy units, and 
then fired as quickly as possible. With a 
little luck, the enemy will be blown away. To use the 
Mavericks, line up the crosshair with the target you want 
to attack, and press the space bar to lock the target. To 
unlock the target, press the spacebar again. These self- 
guiding missiles are the easiest way to take out ground 
targets. 


If you aren't quick enough taking out the 
) enemy, your wingmen will step in and steal 
I f the glory. Typical - you do all the ground¬ 
work and they get the fame. Still, at some 
point the enemy will be destroyed and you can make your 
way to the last waypoint - home! 


Switch on the carrier radar, lower the 
I | arrestor hook and the landing gear. Turn 

I [~ J . on the ILS and then get ready to land. 

Decrease your speed to around 30 to 
40RPM and slowly guide the aircraft 
down. When landing, you have to connect with the line of 
cable lying across the carrier deck or you won't stop. 

Now add the brakes and cut the engines, and you've 
finished the mission! Go grab a mug of tea from the / 
flight canteen. \ 




























You know when they say J Another chance to 
see../ on the telly? Well The Hit Squad have 
just given you 'Another chance to play../ 
Hook. What else could we do but give you 
'Another chance to solve../? 


H ow many games give you the 
chance to be Robin Williams? 
The Mork and Mindy conver¬ 
sions? The Dead Poets Society game? 
Simulating this comic's antics would 
be quite a daunting prospect at the 


best of times (just try telling as many 
jokes as he does in one minute - and 
make them funny!), but Hook, how¬ 
ever, puts you right in the man's 
shoes, as well as his green leotard. 
With the game just coming back on 


budget it's time to sprinkle the magic 
dust and pull a complete solution 
from out of our hats. Are we brilliant 
or what? (Don't answer that.) 

Starting your quest in Pirate's 
Square, your first aim is to get suit¬ 
able pirate clothing to blend in with 
the locals. Take a wander along 
Mugger's Alley and find Dr Chop's 
dentistry. Take the rollerblind from 
the window and ask the Doc about 
gaining money and clothing. 
Subject yourself to the doc's den¬ 
tistry ways and let him pull two of 
your gold teeth. 

Next stop is Jolliest Roger's Place. 
Ask the manager a few questions, 
concentrating on Hook, the war and 
how best to get the hat. Leave Roger's 
and walk behind Pirate's Square to 
where Mrs Smeedle keeps her wash¬ 
ing. Grab the pole and the anchor and 
take a look at the jacket. Then make 
your way back to Pirate's Square. 


From the Square head towards 
the Pier and pick up the rope that's 
lying around. Use the rope on the 
anchor and go to the Crossed 
Swords. From there take the two 
cups from the tables and leave 
Make your way towards the Bait and 
Tackle and take the cup you find 
there. Head upstairs to the balcony 
above the Square and get ready for 
some Indiana Jones-style hijinks. Use 
the rope and the anchor on the clock 
and start swinging across the 
Square. Grab the hat from the pass¬ 
ing pirate as you go. Well done Indy 
Knock on Mrs Smeedle's door and 
then quickly swing back to the bal¬ 
cony while she's busy answering it 
Head downstairs and make your way 
as quickly as possible to Mrs 
Smeedle's washing line. Use the pole 
to get the jacket from the line and 
examine it to find a coin, which you 
should nick. 
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Return to the workshop 
bow with the panpipes. Take the 
pipes and head towards the cliffside. 
Use yourself on the far corner of the 
fence. Keep doing this (about three 
times in total) then ask Thudbutt 
what he thought about your antics. 
Go back to the slingshot and use it 
on yourself. Ask Thudbutt what his 
happy thoughts are then go to the 
dining area and have a chat with 
Rufio. Say "Oh Rufio". 

Go to the round pond again and 
walk towards the middle of the 
screen to enter the Nevertree (that's 
never a tree). Talk to Tinkerbell then 
examine the bed, the chair and the 
fireplace. Talk again with Tinkerbell 
and your memories of long-forgot¬ 
ten but better times should come 
flooding back. 


your faith 
and discovered the truth about Peter 
Pan it's time to go after the nefari¬ 
ous Hook.When the sword fight com¬ 
mences use the following Monkey 
Island-style taunts: 

Peter Pan the Avenger! 

Good form James. 

Tick-tock-tick-tock, Hook's afraid 
of a dead old croc! 

You kidnapped my kids. Hook. You 
deserve to die! 

Put up your swords. It's Hook or 
me this time! 

Peter Pan the Avenger! 

And that, as someone once said 
when pointing to the letters T, H, A 
and T in a dictionary, is that. The 
game is finished. Sit back and enjoy 
the reward that is the brilliant end 
sequence. 


Now that you're rich enough, head 
:>ack to the Jolliest Roger and find 
: ake Jake. Talk to him and find out 
needs a drink (a safer bet than 
lacing money on Noel Edmonds 
carrying Mr Blobby). Give the three 
;ups to the bartender and pay him 
vith the three coins. He'll give you 
nree foaming cups of brew in return, 
jive these to Jake and watch him 
irink himself under the table. Once 
•^e's asleep, nick his trousers(!). Head 
ack to Mrs Smeedle's place and use 
ne rollerblind to gain some privacy 
while you change into your pirate 
obber. 

Now you're ready for Hook's ship, 
ook in the pots to the right to get 
ome more cash and head for the 
*own tailor. Ask her for a metal 
ietector and give her the money in 
eturn for a magnet. Head for the 
each and go treasure hunting by 
>ing the magnet on the large 'X' 
despite what a certain Mr Jones 
vould have you believe). Make your 
vay back to Hook's ship and find the 
•toff-man himself (I thank you). Now 
r epare to go diving. 

Take a look at the pulley base and 
big shell. Use the pole on the 
Dpes and use the shell to haul your- 
If up towards the look-out point, 
om here, go right to enter the 
'leverforest (that's never a forest). 
f aze time folks, follow these direc¬ 
tions to escape: Right, right, right, 
P, right, up, left, left, left, left, up, 
ight, right. After you've been 
apped, enter the tree. 

Go to the round pond and have a 
*iat with Tinkerbell about every- 
iing (you'll be amazed how much 
ne knows about Bird's Angel 


Delight).Head for the slingshot 
chat to Ace about everything (the 
tales of how molten lava is formed 
will be the talk of any dinner party). 
Go to the workshop and pick up the 
arrow. Now head towards the jog¬ 
ging area and do a Jane Fonda. Use 
the exercise equipment three times 
to tone up that body. That's right, 
can you feel the muscles tightening? 

Now go to the Avenger and take 
the net. Examine it and head for the 
Four Seasons (thankfully devoid of 
any Nigel Kennedys) to get some 
dead wood. Use this with the string 
and take the flower. Go to the chick¬ 
en and use the conchshell on it. Grab 
the eggs while she's startled and 
return to the workshop. Give the 
eggs to the boy and go back to the 
round pond. Give the flower to 
Tinkerbell (ahh) then take the branch 
from the tree. 

Walk to the slingshot then use the 
strong elastic on the broken strap. 
Use the branch with the string. 





I'm really sorry. The last time I mentioned 
dinosaurs in the the office, I got stoned for 
being too far out of fashion. Still, here's the 
complete solution for 'that game' featuring 
'those animals' 


1 - 

You start near the wrecked car in the 
middle of the top of the map. The first 
thing you'll need to do here is make 
your way down to the southwest. Here 
you will come across the motion sen¬ 
sor terminal. 

From here, open the bunker door. 
Yes, it's taking a gamble, but who real¬ 
ly cares? Now run for the bunker, 
which you'll find in the south west cor¬ 
ner of the paddock. Go into the bunker 
and collect the toolbox. Run back to 
the starting point, and locate the pipe 
entrance. Now all you need to do is use 
the toolbox to open the pipe and climb 
through. 


Due to its massive weight you can't 
pick it up, so you'll need to push it into 
the water and then find Lex in the 
north east part of the maze. Push the 
crate over the Lex and she'll get on, 
being a sensible young thing, and you 
can now take her back to the starting 
point and climb back out into the Rex 
paddock. 


can. When you get to the paddock 
enter and head north where you'll se 
the entrance to a long channel. Ente 
it and run south. Grant will automat 
cally drop the fruit which will slo\ 
down the Triceratops. When you leav* 
the channel, head east and drop intc 
the enclosure you find. 

To slow down the big triceratops 
stand by a wall until it charges, ane 
then step out of the way. When th- 
wall collapses, run south and west tc 
collect a keycard. Use it to enter th- 
bunker in the north east corner. 


Head into the sewer (thank god you 
can't smell the things around you!) and 
take the first left you come across. 
Here, if you scrabble about a bit, you'll 
find the keycard. Now go to the north 
west part of the network, where you'll 
find the crate. At least, you will if 
you've been following this guide cor¬ 
rectly 


One of the 3D sections to the game. A 
you need to do is get to the other sidt 



3 . ‘i ■! ;< ■>: ! c k 

For this part you need to hunt around 
a bit. Tim is hiding out here some¬ 
where, but in a random location unfor¬ 
tunately. Once you've found him, head 
for the north east corner of the pad- 
dock and you'll find a gate. With the 
keycard, Tim and Lex you can just walk 
through to the next section. 

4 . Triceratops 
Paddock 

When you enter this section, you'll see 
that the kids have vanished. Don't 
worry about them for now. Just head 
for the fence in the north west, and 
you'll find a break in the railings. Along 
the way, collect as much fruit as you 


6. !■£©[; ( > Sltllf US 

Paddock 

This one is quite an easy one, at lea^ 
to describe. Head north, climbing ove 
the boulders to get up and down th* 
cliffs. If you look you'll find the kids or 
a bridge in the northwest area of th- 
paddock. Collect them and head we^ 
past the bridge to find the exit. 

7 - h i i I i 11 1 f' 

Paddock 

If you head southwest, you'll come t 
a barrel perched on the edge of a clif‘ 
Now what would you do in real life ir 
this kind of situation? Push the barrt 
off the edge, obviously. Now go nort' 
to the bunker. Here the kids will gc 
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cared by the stampede and lock them- 
elves in. You can now head west into 
ne stampede, and come out by going 
south to an east/west channel. Drop 
nto the channel and run east collect- 
ng as many distress flares as you can. 
,$e these to distract the T-Rex as you 
jn east. 



dock, you'll come to another Motion 
Sensor terminal. Use this to open the 
Pterodome door. Now you have to 
more of that searching malarkey to 
locate all the missing embryos and 
Nedry's keycard. With all collected you 
can go through the door in the fence 
and back into the Pterodome. 



Cross the small ditch by jumping 
Dnto the broken barrel next to it, and 
^en throw a flare into the ditch. The 
: arrel will catch fire, containing the T- 
ex to the other side of the ditch. Now 
jo to the north to collect a keycard, 
16 then open the tunnel door with the 
*rd. Wait for the kids, and exit the 
addock by heading west. 


Oh no, not back here again! Oh well, 
just follow the current for a while, and 
when you reach the waterfall, jump 
onto the south bank (before the raft 
goes over, obviously!). Follow the path 
to the base of the waterfall, and jump 
back onto the raft. Now just follow the 
current back out to the east again. 


cave the kids at the main gate, and 
nter the paddock by going through 
* , e hole in the ground under the fence. 
So north east and find the motion sen- 
or terminal. From this terminal, open 
-*e bunker door. Head south from the 


Jump off the boat onto the island in the 
lake. Here you will find another ever so 
handy terminal, which you can use to 
open the gate in the fence. Head for 
the gate, and then exit south west 


You'll start on a small winding jungle 
path, like most of the paths you find in 
a jungle. Follow this to the west until 
you find the raft floating in the river. 
Climb onto the raft, carefully, and then 
untie. The current will carry the raft 
eastwards, and before you know it, 
you'll leave the paddock. Phew! No 
more messing with those spitters! 


Head to the west, looking for the 
motion sensor along the way. When 
you find it, use it to open the gate in 
the fence. Find the gate, which is a way 
off the to west, and now you can final¬ 
ly leave the park through the main 
gates to the north. Now you know 
where we are, don't be a stranger! 


*erodome and find the bunker. Here 
ou'll collect a keycard, which you can 
^en use to enter the Pterodome. 


11. N ('\'0(> 0 I n (- 

Look around the west side of the dome 
until you find a boulder - it shouldn't be 
too hard to spot as it's big and grey and 
has the word 'BOULDER' written on it in 
4ft-high neon letters (that last bit is a 
lie, actually). 

Push it over the cliff, and then use it 
to head north. Somewhere to the north 
you'll find the special switch that con¬ 
trols the extending bridge over the 
river. Shoot it to extend the bridge, and 
then cross the river. Now just leave the 
Pterodome by the southwest exit, and 
it's back out into the Dilophosaur pad- 
the northwest corner of this pad- dock. 


9 . Pterodome 

this level you'll need to search under 
rfl the Pterodactyl eggs. Under one of 
em you'll come across another one of 
■ose keycard things. With the card, 
ave by the west exit. There, that 
asn't so hard was it? 











Christmas is coming, the goose is getting fat. Please put a penny in the old... Damn. I 
knew I'd forget the rest of it. It's probably got something to do with me having loads of 
tips to remember. Ah well, such is life, I guess. If you fancy sending me some more tip-top 


tippity tips then for God's sake do - you could win yourself a rather fabby software prize 
for your troubles. Go on - the address is: The One, 30-32 Farringdon Lane, London EC1R 
3All. Oh, and I'm Mr Tips. Goodnight. 



FRONTIER 

Gametek 

David Braben's galactic epic has gener¬ 
ated a tremendous amount of post 
(99% of which is complimentary, by the 
way), with many readers scribing in 
with a tin cheat (or 'bug') they've dis¬ 
covered. In fact, I was quite amazed by 
the amount of letters addressed to me 
and had convinced myself that this 
page would be a doddle to write until I 
discovered that well over two-thirds of 
the missives contained the same thing, 
resulting in me having to do a bit more 
hard graft than I'd like. Anyway... 

What you have to do is this: dock at 
any spaceport with a passenger on 
board, enter the shipyard and attempt 
to purchase a ship which is worth less 
than your own. You'll be informed that 
this isn't possible because you have a 
passenger on board, but the cash you 
would have got for your spaceship is 
still added to your bank balance. Repeat 
this as many times as you like until 
you've got loads of cash! Brilliant, eh? 



Renegade 

Andy Brabrook's blummin' smart 
shoot-'em-up certainly is one of the 
toughest blasts I've ever come across so 
I was more than pleased to receive an 
unnamed tip from someone living in 
Hessle, North Humberside. Now, this 
isn't a cheat for the full game, instead 
a helpful piece of info for our coverdisk 
demo given away a couple of months 
back. 

Just enter JJ on the scoretable and 
you'll be rewarded with two Mantas at 
once, which has got to be tops, hasn't 
it? 


co 


This Pacman-ish blaster certainly 
impressed young Matt Broughton 
X when he reviewed it, but even his 
k qames-playing skills don't enable 
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him to get as far into the game as he'd 
like. Thank goodness, then, for Bob 
Belinksi from Sheffield who's managed 
to jot down a few bits of useful info for 
this smart arcade game. It's a software 
prize for you, my boy. 

Bob reckons that by entering 
'CHEAT' on the password screen and 
starting the game, you'll come across 
a level indicated by only a question 
mark. Then, enter the next teleporter 
you stumble upon and make your way 
to the next question mark (or, as Bob 
puts it, "the yacht'?' shaped thing). Do 
this correctly and everything will be 
revealed, apparently. 

Bob also enclosed a few level codes 
for the game so you may want to try 
these for size. 

1J KLZOWU YP3XWG VKS4 
UIOL35NU3PUVWJQ6C4 
JFQKI6JU5P6KWBCJS4 
IE2LNC6UYHVWWGFAS4 
DSHJ112U3HOEWIE5K4 
Unfortunately, youthful Broughton 
has nicked our office copy so I wasn't 
able to try these particular cheats, so if 
they don't work, jot your complaints 
down on a bit of paper and write to: 
Bob Belinski, 1 (I don't think that's a 
good idea, so, er, Snip! - Simon) 



Psygnosis 


Hey! Fancy infinite energy for all four 
players? What about infinite ammo on 
all weapons for all four players? 
Wouldn't mind having immediate 
access to every locked door? Wouldn't 
you just die for no damage to equip¬ 
ment in your backpack whenever you 
trudge through water? Would you like 
all your humans to be able to survive 
under water for as long as you care to 
leave them there and not be affected 
by any poisons? And wouldn't you just 
love to be able to drop any height? 
Sorry, no can do. 

Only joking. Although if it wasn't for 
Andrew Hamilton from Bexhill on Sea 
I wouldn't be able to offer you any of 


the above delights, because it's he 
who's provided me with this cheat. A 
software prize will be winging its way 
to you soon, matey boy. 

All you have to do is play the game 
in un-cheat mode (yeah, so my English 
is crap) for as long as you want things 
to remain tough. Then, after you've had 
enough, simply type in 'AMIGA' during 
play (the screen should flash blue, by 
the way) and you'll be rewarded with 
just about every cheat you could ever 
possible hope for. And who said this 
game was tough? 

Team 17 

Er, I'm sorry about this guys and gals, 
but I have to admit to being a bit rub¬ 
bish at Team 17's classy sequel. Call me 
crap at games if you want a smack in 
the chops, but I was under the impres¬ 
sion that Alien Breed 2 was pretty hard. 
Not so, say our readers - the amount of 
level ^todes I've received this month 
rivals e\?en the volume of Frontier tips 
I've received. 

Still, if there are any of you out there 
who are having Mr Tips-like problems 
with this here blaster then these level 
codes will come in handy, methinks. I 
think I'll split them over two months to 
encourage those of you who haven't 
finished it to actually play the game 
(God forbid!). Also next month, I'll 
reveal the various cheat modes. Wait. 
If you can. 

Level One No code 

Level Two 353828 

Level Three 108383 

Level Four 370101 

Level Five 982822 

Level Six 847464 

Level Seven 737373 

Level Eight 928112 

Level Nine 287364 

Level Ten 193831 



Core 


This smart Mega CD conversion won all 


our hearts when it was reviewed la* 
month, although getting to the latte 
stages is just a little bit tough, we red 
on. So it's pretty lucky that the garrv 
includes a password facility. And it 
even better luck that we've got all th< 
passwords. Just input these in the re 
evant place and Bob's your funny uncle 
By the way, I've left out Level six's cod 
on purpose. Because I can. 

Level One No Code 

Level Two Lemonade 

Level Three Pharmacy 

Level Four Ultimate 

Level Five Danielle 


Virgin 

I would normally make baldy gac 
about Miss Weaver's shining head bi 
seeing as though Simon's in charge a 
the moment I'd better not for fear c 
losing my hair., sorry, job. Anywa 
here's a nice little cheat courtesy of 
Mr Noel Edmonds (are you serious' 
from Upminster (Hurrah! - Matt.) whic 
enables Ripley to skip levels at will. 

Simply select hard level and six crec 
its from the option screen and start th 
game as normal. Then, when you fane 
going up a level, press SPACE and ’ 
simultaneously. And that, as they sa\ 
is that. 

(CRUSTY'S SUPER 
FUNHOUSE 

Virgin 

Another Virgin game which has final* 
been released, this superb little pla 
former is the best Simpson licence yc 
Hooray, then for these level codes, ser 
in by Glen Johnson from Halesowe 
who sent in these, along with a lo<e 
others. Cheers Glen - you win a sof‘ 
ware prize for your hard work. 


Level One 

Nelson 

Level Two 

Pattie 

Level Three 

Mrplow 

Level Four 

Maggie 

Level Five 

Zachary 






Christmas time. Mistletoe and wine. 
Children singing Christian rhymes. Bah! 
Humbug! Just beer and tons of food will do 
me nicely, so all you little God-botherers 
can sod off unless you've got some game- 
related problems. Oh yeah. Merry 
Christmas. Love, Matt The Medic. 


I don't know. You offer people the chance for a bit of fame, the 
opportunity to see their name in lights (well ink, anyway) and 
what do you get? Nothing. Yes, you've guessed it - the Show- 
Off's shelf is looking fairly poor this month, so get your think¬ 
ing caps on and help these hapless readers out. You never 
know, I might start giving out software prizes! 


• C. Webb from Essex wants to know how to get infinite lives 
in QWAK - anyone know? 

• Simon Sleeman from Waterlooville wants to know how to 
wake up Dozy in MAGICLAND DIZZY. 

• Nurse Mark Robins wants to know how to open the loose 
packing case in the warehouse by the river in WAXWORKS - the 
Jack the Ripper level. Also, what do you do with the address 
book you steal from the pi.np? 


Dear Matt, 

Please help me out with MONKEY 
ISLAND 2. I've got to Dinky Island but 
I can't get any directions out of the 
parrot. I've tried all the combinations 
of conversations, but he won't spill 
the beans. Help! 

Steven Jones, 
Bournemouth. 


first map piece. Can you help? 

Graeme Geddes, 
Scotland 


All you need to do at the big tree, 
is to make a stairway by putting 
the oar (from Elaine's room at 
the mansion) into the hole in the 
tree trunk. 


• Nurse Mark Robins offers this month's only medication to 
Nikki Write with this advice for MAGICLAND DIZZY: Give the 
frog to Prince Charming, use the big stick on the goat at the 
Troll Bridge, use the duster with the lamp which is found down 
the well behind the rat (pause for breath), use the bucket of 
water to free Dylan from the block of ice, and lastly, use the 
gold cross to keep the vampire at bay in the ice castle crypt. He 
also says that you can't get past the volcano until you've freed 
all your friends. 


No problem - take the bottle from 
the shore, the martini glass from 
the bottom of the still, and the 
crowbar. Now use the crowbar on 
the barrel to get a cracker. Polly 
wanna' cracker? I think so. And 
while we're on the subject of 
Monkey 2... 


Dear Matt, 

Help! I've managed to get as far as the 
Gateroom in LURE OF THE TEMPTRESS, 
but can't get any further. I've managed 
to summon Minnow but don't really 
know what to do next. 

Paul Stone, 
Peterborough 


The end of another year and 
the surgery gets ready to 
welcome 1994. If you'd like 
to appear in the next issue, 
get your problems into me 
at: Matt The Medic, Games 
Surgery, THE ONE, Priory 
Court, 30-32 Farringdon 
Lane, London EC1R 3AU. 
Please don't send SAEs or 
phone because I can't 
answer your queries person¬ 
ally and I'll probably be too 
drunk to speak anyway. 
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P D ZONE 


Matt Broughton believes that Christmas is 
all about giving, not receiving. This 
statement is, of course, pure fiction - so 
enjoy two full pages of PD while he goes to 
rob some small children of their Batman 
figures. 



KLAWZ 
17 Bit 
Software, 

Disk 2800 

Whenever I see a title like this, I know 
I'm in for an hour long struggle as I 
try to convince the spell checker to 
let it through. Yes, this year's English 
entry for the 'Montreal Rose, silliest 
spelling award' comes from a PD 
game that gives a good indication of 
just how desperate game producers 
are as far as original game titles go. 
The plot doesn't exactly break any 
new boundaries, either. 

Hey! guess what's happened to 
Klawz's girlfriend - yes, she's been 
kidnapped (applause). Hey! Guess 
who's got to rescue her using only 
their wits and a large wooden club - 
yes, you (no, surely not). Well that's 
the plot out of the way, and jolly sad 
it was too. Yes, the evil Billy Bender 
(?) has taken a fancy to your lady and 
whisked her away to 'I don't know 
where', and now you must travel 
through five worlds in an attempt to 
get her back (not to mention her 
front and most of her major organs). 

Just to add insult to injury, the 
gameplay doesn't even seem to 
relate to the 'plot' and takes on a 
standard ladders and platforms 
approach, with you needing to col¬ 
lect tons of small squares in order to 
progress to the next world. Billy Ben¬ 
der is almost as nasty as his name 
and has left a number of Robo-dogs 
to get in your way, and then, once 
they've been in your way for a bit, to 
kick you in. 

If you've got good timing you can 
stun the Robo-dogs with your big 



stick and then scarper while the 
going's good, but it's a better policy 
to just keep hiding until they utilise 
their incredible artificial intelligence 
and run off in the opposite direction. 

Icons are there for the picking, 
and bestow Klawz with the normal 
toys such as invincibility, shields, and 
more sausages (the last one's a lie). 

Things seem to run at a speed 
that, while not being incredibly fast, 
still doesn't seem quite right, and 
there's not much in the way of vari¬ 
ety to be quite honest. But it's a fair¬ 
ly polished game and may appeal to 
platform cheapo hunters. 


OVERALL 


50% 


BEETLE 
17 Bit 
Software, 

Disk 2803 

WOW! As much as I enjoy sifting 
through the nupierous disks of PD that 
I receive, there is a bit of an 'Oh great. 
More Invader/Galaxian/Pacman/Tetris 
etc, etc,' feeling that descends over you 
after a while, so it is with great plea¬ 
sure that I present to you this com¬ 
pletely brilliant PD diamond. (If we had 
the time and money, this game would 
have a small icon next to it on the page 




that looked like a diamond, but some¬ 
how cleverly included the letters 'PD'. 
Never mind. I hope you don't mind 
imagining it for now). 

You are a happy, jumping beetle and 
have to rescue the hapless grubs that 
have escaped and wandered off in a bit 
of a daft fashion. To start with this is a 
simple matter that involves negotiat¬ 
ing the usual platform game obstacles 
such as leaping fiery pits, and avoiding 
crumbling platforms etc, while collect¬ 





ing fruit and, of course, the tiny grubs 
who will gratefully leap off the top of 
the screen when you bump into them. 

Once you get to about level five (out 
of 200,1 might add), things start to hot 
up as more baddies start to join you 
and not only get in your way, but also 
start to chase you. You can collect 
swords and dispatch the nasties, but 
this can work against you as you realise 
that quite often you actually need the 
bad guys to get past certain obstacles. 
For instance, one particular type of 
baddie can swim in acid (which you 
cannot) and you'll need to leave him 
alone so that you can use him as a con¬ 
venient stepping stone. This can cause 
its own problems, though, as most 
baddies will die once you've jumped on 
their heads a few times, so you need 
to display a fair amount of timing and 
control or you'll murder your saviour 
(ironic or what?) 

The baddies come in all shapes and 
sizes, and range from caterpillars to 
wandering woman to well, sort of 
blobby things, really, and all have dif¬ 
ferent ways to hinder you. Nasty bits 
of scenery are in plentiful supply with 
things such as gas jets and spikes, 
while doors must be strategically left 
open or closed to persuade the baddies 
to go where you want them. 

The game's presentation is better 
than most of the full-price releases we 
see from day to day, and includes a 
number of excellent touches that take 
the game into the Amiga's Premier 
league. There's a little fruit machine 
between each level, and a number of 
sub-games ranging from Frogger to 
Pang (which would have done well as 
PD games on their own) keep things 
moving all the time. 

This is just simply brilliant, and I'm 
absolutely gobsmacked that a compa¬ 
ny hasn't bought this as a budget 
game. Of course, you lucky devils have 
got it free on your cover disk. 

QQ|2JQ|96% 


ICE RUNNER 

Magnetic 

Fields, 

Disk GA141 


Another contender for the 'simplici¬ 
ty itself' award this month. Ice Run¬ 
ner is reminiscent of a number of 
oldies, most notably Panic Attack 
(dig holes, fill holes) and Lode Run¬ 
ner (er... yeah). 

You are Badly Drawn Man who 
must collect all the fruit that's been 
scattered around a number of icy 
platforms, avoiding the other 
Similarly Badly Drawn Men. 

You have no weapons as such, 
but posses a spade which can 
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one bomb at a time and then drop 
them down one of the on-screen 
portals. Once you've picked up a 
bomb, its timer will stop, and 
should you drop the bomb again 
anywhere other than the portal, the 
timer will restart. If a bomb goes 
off, you will lose an amount of your 
overall energy. 

Weird and wonderful creatures 
roam the different mazes and drop 
more bombs for you to dispose of 
until the required amount (shown 
at the bottom of each screen) have 
been cleared. Walk into one of 
these and you will lose a life 
instantly so, need I say, it's a good 
idea to not walk into them! 

And that's it really - I did say it 
was simple didn't I. Particle Man is 
very charming, doesn't try to be too 
clever for its own good and serves 
as an excellent little time waster. 


PARTICLE 

A/IAN 

Fortiss PD r 

Disk 753 


INTENSE 
Fortiss PD r 
Assassin 

Disk 143 

Alien Breed 3 this isn't, but at least 
they made the effort. Intense is a 
simple but polished shoot-'em-up 
featuring more than just a slight 
resemblance to Alien Breed. 

You walk up the screen, which is 
viewed from above, and have the 
basic task of getting as far as you can 
without being shot or being touched 
by the aliens that roam around. You 
have a trusty laser that will take out 
most aliens with one shot, but unlike 
AB, you have no energy levels - 
you're either dead or alive. 

To start with, the Aliens just sham¬ 
ble down the screen towards you, 
but once you've entered the build¬ 
ing (level 2 - really Breed-ish) the 


aliens start to shoot at you, while 
others lay mines and little scuttling 
crab-like things cause you problems 
(probably trying to lay eggs in your 
throat or something). Extra lives are 
left hither and tither and can be col¬ 
lected along with bars of gold that 
add to your score. 

The graphics and sounds are sharp 
and clear, and have definitely been 
pulled from AB, especially most of 
the samples - when you die, you spin 
around with an ever-so-familiar 
'AARRGG!' 

Other than that, it's all straight 
forward and fairly undemanding, but 
is an attractive little game with a fair 
bit of fun on offer. 


dig through the platforms leaving 
unhealthy holes for anyone who's 
stupid enough to fall into them. For¬ 
tunately, the other chaps are stupid 
enough to fall into them, and will 
become stuck in the hole leaving you 
to walk across there heads while 
they struggle to get back out. 
Although falling into these holes 
isn't fatal for the bad guys, the open¬ 
ing will ice over after a while, and 
anyone unlucky enough to be in a 
hole at the time will get to play 
Demolition Man (just in case you're 
not familiar with the film, that's my 
semi-clever way of saying that they'll 
freeze). You fall straight through any 
holes created, so you can actually use 
this as a quick means of escape as 
well as a form of defence/offence. 

Once you've collect all the fruit on 
the screen, a ladder will appear giv¬ 
ing access to the next level and by 
ascending it you can attempt the 
next, harder screen. 

The game's a little slow and a 
touch primitive, but at the end of the 
day it's not a complete waste of 
time. Why hasn't anyone done a full 
copy of Panic Attack yet? I'm wait¬ 
ing, you know. 


They don't come much more simple 
than this, but Particle man looks 
and sounds so professional I just 
had to give it a spot in PD Zone. 
There's (thankfully) no silly plot to 
be digested here, and the game's 
objective is about as straightfor¬ 
ward as, well, something that's jolly 
straightforward, I can tell you. 

You're Particle Man (but I 
wouldn't be all that surprised if 
someone came up to you in the 
street and said "Excuse me but 
aren't you Putty?") and have been 
charged with the task of clearing a 
number of levels full of dangerous 
time bombs. These bombs will 
appear on-screen in random posi¬ 
tions and begin their slow count¬ 
down, leaving you to use your spe¬ 
cial absorbing abilities to collect 























































































HE. iHTfcLLlOfcNT PiltSOHS CHOICE 



ABAl _ WM 

ALIEN 3* . 

ALIEN BREED 2*.... 
ALIEN BREED 2 *A 

ALFRED THE CHICKEI 

AMERI i- 

ANCIEI 
APOCAL 
ASHEC~ 

B17. 


vmimw— 

ffl$^'Wtzzz:zzzzz:m:. . 24.95 



N/A . 20.95 

.N/A . 18.95 

N/A . 19.95 

N/A . 17.95 

.. ::: 17.95 

ADIATORS* NOTA1200 . TBA . 17.95 

OF WAR IN THE SKIES . 23.95 .23.95 

N/A .......15.99 




RUBYSOFT (UK) LTD., (Dept THO) 

96 Lillie Road, London, SW6 7SR. England 
Tel: 071 381 8998 or 071 610 1703 
Fax: 071 610 1703 
Some shop prices will differ 


. N/A .. 

. 24.95 . 24.95 

17.95 . 17.95 

19.95... - 


HARDWARE 

THE BUG . 12 

CRUISER (BLACK) OR PUKE! . 9 

CRUISER AUTO FORE NEW . 12. 

NAVIGATOR . 

SPEEDKING AUTOFIRE. 

ZIP STICK SUPER PRO . 

FREEWHEEL STEERING WHEEL DIGI... 
FREEWHEEL STEERING WHEEL ANA 

SPEEDKING ANALOGUE AMIGA . 

- -onpER 1 


SHOP NOW OPEN SUNDAYS 
FROM 10AM -1PM UNTIL XMAS 



| A500+ML . =16.99 

■" A500 WITHlkOCK . 26.99 

A500 NO CLOCK . 23.99 

Wes mm . 9.50 

:R 98333 MK1&2 MONITOR . 6.99 

H AMIGA 500 OR 600 OR 1200 4.99 
HER CASEFOR LAPTOPS. 
INTmOECT. . 24.99 


JREA _ 

P600. SEU^. .. 

_ _ WYDECK SPEAKERS 8 WATT RMS . 

... 12.99 LEAD AMIGA TO ESCART TV. 


...39.99 


■AD TWIN EXT J/STICK/MOUSE . 8.99 

-MOUSE. 6.99 

- .8.99 


24.95 . 24.95 PATRICIAI 

...N/A . 17.95 PINBALL 1 

17.95 . 17.95 PINBALL 

14.99 . 14.99 PINBALL 

N/A . 20.99 PINBALL. 

N/A . 28.95 PIRACY* 

TBA . 17.99 PERFECT 

. .. .N/A . 17.95 " 

1888181 mmmAGERi 

RRiiTAtwnRTR FOOTBALL* . N/A . 17.95 PRIME MOVER. 

m fMs^ BER A500/A120 ° VER * t n ra z:" 1 tba SB9SHE&4 

CANN0NF0 2 m¥.— 

aiMonly ::::::::::: 

CHAMPmSH P MANAGER '93 IMG . 17.95 . 17.95 

CHAMMMp MANAGER DATA '94 SEASON . ..9 95 . ..995 

CHAOS ENGINE A1200 . -N/A .Jf 

CIVILISA TION A1200VERSION. 

COMBAT AIR PATROL* 

COMBAT CLASSICS 2 . 

DAIL Y DOUBLE HORSE RACING 
DESERT STRIKE.. 

DARKSEED . 

DEEPCORE* . 

DIGGERS* A1200 ONLY. 

DISPOSABLE HERO. 

DOGFIGHT * 

DOMINIUM* 

~ONK. 


COMB A T AIR PA TROL * .. 19.95 

COMBAT CLASSICS 2 ... 


B®ilaiifc=i : i=a = gaa» 


N/A ".".'.".24.95 VIKINGS FIELD OF CONQUEST. 


INTERNATIONAL SPORTS CHALLENGE. 
ISHAR 2 A500 A1200 
JACK THE RIPPER* 

JAMES POND 2 All 
JOHNMADDONS 
JJURASSIC PARI 

Ji 

mHl.^ 

Wbad m 

LEGEND OF VALOUR 
..ETHALXCESS ' 




WHEN TWO WORLDS WAR... 
WOODY'S WORLD... 


3ba ::.:3ba worlds of''JEGEND' fLMB^)^. 


. -$k 

■83 zooL i . 17.95 

17 Q5 

ix xd 19 95 PLEASE NOTE: TITLES ASTERISKED MA Y NOT BE RELEASED AT 

" 1599 15 99 PRESS DATE BUT WILL BE DESPATCHED WITHIN 24[HOURS OF 

N/A . 1995 RELEASE SUBJECT TO A VAILABILITY. PLEASE TELEPHONE TO 

N/A "...17.95 CHECK.. PLEASE TELEPHONE FOR AflY TITLES NOT SHOWN AS 

17 95 1795 WE CANNOT SHOW ALL TITLES A VAILABLE. ALL TITLES CAN BE 

,25.55 ."."".25.55 PUT ON BACK ORDER.REMEMBER.WEHAVE NEVER DEBITED A 

17.95" . 17.95 CREDIT CARD YET FOR GOODS NdT SENT 


CHRISTMAS ORDERS: PLEASE NOTE THAT THIS TIME OF YEAR, WE ARE VERY 
VERY BUSY WE WILL DESPATCH GOODS RIGHT UP TO THE LAST DAY, BUT 
WOULD ADVISE YOU NOT TO ORDER TOO LATE TO AVOID DISAPIONTMENT. 
WE WILL DO OUR VERY BEST TO MEET ALL YOUR ORDERS 


4t=tf 

iKS 

LOTUS™THEULTIMATECHALLENGE . 1795 1795 

MAGIC BOY* . 17,95 i70A 


ANIMATION CLASSICS DRAGONS LAIR2, SPACE 
ACE AND WRATH OF THE DEMON.SUPERB 
ANIMATION AMIGA ONLY RRP £44.99 

OUR PRICE £28.99 

SUPER FIGHTER FINAL FIGHT, WWF 
WRESTLEMANIA AND PITFIGHTER. 

THREE AMAZING GAMES ONLY £17.95 

SPORTS MASTER PGA TOUR GOLF. INDY 500, 
EUROPEAN CHAMPIONSHIP 1992 AND ADVANTAGE 
TENNIS A FANTASTIC COLLECTION AMIGA ONLY, 
NICE ONE FOR 1200 ONL Y £20.95 

DIZZY COLLECTION FAST FOOD, KWIKSNAX, 
FANTASY WORLD DIZZY TREASURE ISLAND DIZZY. 
MAGICLAND DIZZY. 5 GOOD GAMES ONLY£16.95 
DIZZYS EXCELLENT ADVENTURES DIZZY PRINCE 
OF THE YOLK FOLK. SPELLBOUND DIZZY, BUBBLE 
DIZZY, PANK DIZZY, QUICK SNAX, GOOD FOR THE 
YOUNGER ONES ONL Y £16.95 


BIG BOX 2 BACK TO THE FUTURE 3, THE REAL 
GHOSTBUSTERS. R TYPE, SINBAD. IK+ AR MALYTE, 
TV SPORTS FOOTBALL, BOMBUZALDEFOF THE 
EARTH AND SHANGHAI BIG COMP FOR ONLY£19.95 
GREAT VALUE AMIGA ONLY , : j|p| 

TRIPLE PACK 1 DEUTROUS. 

HAMMERBOY ONLY £10.99 
TIME THAT DEUTRUS HAD 1 




SOCCER MANIA FOOTBALL MANAGER 2, GAZZAS 
SOCCER, MIICROPROSE SOCCER ANDFOOTBALL 


AND TARGHAN AMIGA ONLY£10,99 +OK 
TRIPLE PACK 4 THE BLuk BROTHERS, MAYA AND 
SATAN AMIGA ONLY £10.99 * OK 

TRIPLE PACK 5 CRAZY CARS 3 GRAND PRIX, 
MASTER AND BATTLETECH 
AMIGA ONLY £10.99 * OK 


MEAN ARENAS. 


..N/A.. 


(ill— LtAi Available ■ Plaaaa »b»»a 


Vi AND SEGA «AME$ ALSO SUPPLIED - PLEASE PHONE 


RIVBY SERlOlfS/KDIPCATlONAL 

AHHI . EACH 17.50 . 17.50 FUN SCHOOL SPECIAL SPELLING FAIR 7-13 . N/A . 1 795 


MICRO MACHIN^ZZZZZZZZZ. . N/A.. 


17.95 

17.95 

17.95 


ADI ENGLISH 11/12-12/1% 
ADI MATHS11/12-12/13/i 
ADI JUNIOR READING 
ADI JUNIOR COUNTI 
ADI FRENCH 11/12T 
EASY AMOS 



iv/iw ..... c imTITLES 

ISr; ZZlEACH 17MZ.1750 FUN SCHOOL SPECIAL MERLIN MATHS 7-11 . N/A 17.95 A MIGA CD AMERICAN FOOTBALL'.. 


JY CHALLENGEKWgOFF 2, 

SUt/Onn, mMyrnwc: owov/tn nnw uuiuhll d/HHHHH1HSPP THF FlWAl WHISTLE AND 

not^us. 2 maywori^onsome^machines with 3 S - PRICEONLY£1099 

KS 1.3? OUR PRICE ALL FOUR GAMES ONL Y £10.95 ST AND AM,bA 
FANTASTIC WORLDS REALMS, PRIATES, GM&S^DRMIGHTSQof^^ 

THE GREATEST PROBABL Y THE BEST PACK 0UH PHILt 


. EACH N/A . 14.99 HOMEOFFICE DELUXE INC. KINDWORDS3 . N/.A . 64 99 AL FRED CHICKEN' . 

EACHN/A 14.99 JUNIOR ESSENTIALS EARLY LEARNING'10/10 . N/A 2095 ALIEN BREED SPECIAL EDITION'. 

.EACH 17.50 17.50 KIXPIX .—•.. '•£ ARABIAN KNIGHTS... 


N/A . 24.95 KOSMOS THE FRENCH MIISTRESS ALL AGES . 4.99. 4.99 D GENERATION.... 

N/A 24.99 KOSMOS THE GERMAN MASTER ALL AGES . 4.99 4.99 p CORE ' . 

N/A 32.99 KOSMOS THE SPANISH TUTOR ALL AGES . 14.99 4.99 CHA0S ENGINE . 

.N/A 64.95 KOSMOS THE ITALIAN TUTOR ALL AGES . 4.99 4.99 C0MP0 SER QUEST' . 

.N/A . 64.95 KOSMOS MATHS ADVENTURE AGES 6/11 . 1799 17.99 DEFENDER CROWN 2 . 

. 20.95 MAVIS BEACON V2 ALL AGES . M .££ ELITE2* . 

N/A 20.95 MINI OFFICE .... 48.95 F17 CHALLENGE' . 

...N/A . 20.95 OFFICE GOLD V3AGA . . j AME SPOND2 . 

16.95 . 16.95 SCALA500 . ™A . 74 95 j URAS SIC PARK' . 

16.95 16.95 SCALA PRO . WA....179.95 jqhn BARNES FOOTBALL... 

16.95 . 16.95 STATISTICS* 10/10 SOFTWARE . N/A . 20.95 K240 N0N AGA . 

& CREATE 5-11 . N/A . 17.95 _ . LEGEND OF SORASIL ' . 

IT CARDS DEBITED ONL Y ON DAY OF DESPA TCH. lotus turbo trilogy'.. 



QWAK ' ..~. 

RISE OF THE ROBOTS* . 

.... IBLE SOCCER * 

0:99 SLEEPWALKER . 

3U :::::! 

TBA TROLLS . 

2'-.99 WHALES VOYAGE* . 

25.99 ZOOL/AQA) .M 

?3 99 CD32 MACHINES A V AILABLE \ 

. 19.99 ADAPTOR 

. 17.99 MANY MORE TITLES DUE PLEASE PHONE FOR 

26 99 DETAILS ASTERISKED TITLES A;LL DUE OCT/NOV/DEC 


lease charge my Access/Visa No: 

ORDER FORM 

Please supply me with the following fq 


Titles tAjI 


Price 








Add P&P 

TOTAL 



ggp 4i .Valid fron 

Date. 

Name. 

Address . 



.Expiry date: 



Business hours 

10 am - 5pm Monday to Saturday 
After hours + Sunday Ansaphone order 

hotline on: 071-381 8998 


■- -nextb a V ' " 

GUARANTEED 
DELIVERY AVAILABLE 
CHECK PRICE WHEN 
ORDERING* 


I Please make cheques & POj 

RUBYSOFT.(UK) Lf 
Credit card oixlej^ cashed onli 
(Please note we df 

Orders). Please addl^KHPi _ 
fountries add £3.7$ all oth^ 

item. All items are subject to avails 
add £1.50 per item. All prices syB 
manufacturers price reviews without notice. E&OE. Please 
note mail order companies may take up to 28 days to deliver 
goods from receipt of orders. (However goods normally 
despatched within 2 daySfBpr 
Please allow for cheque clearan ce. (Dept THO JAN 94) 
■XPORT ORDERS WILCOMB 


pspatch. 
or credit card 
orders, EEC 
countries add £4.75 
lility. All BFPO orders 
> change or 
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Being a person of discerning taste you are no doubt a 
regular reader of The One, the bible of all that's tops in 
the heady world of Amiga games. But even so there may 
well be embarrassing gaps in your collection. A/laybe you 
didn't start reading The One until recently, or perhaps 
you didn't start reading at all until recently or maybe the 
newsagent simply ran out of stock - in which case why 
didn't you place an order? 

Whatever, here's your chance to fill in those gaping 
voids in your magazine-related life. Below you'll find 
listed all those lovely issues of The One stretching back 
to May of last year, complete with detailed descriptions 
of their contents. Be warned that many of them have 
sold out - we're just so damn popular! 

To order simply fill in the coupon below, write out a 
cheque/postal order for the required amount and send it 
to: The One Back Issues Dept, Tower Publishing, 
Sovereign Place, Lathkill Street, 

AAarket Harborough LEI 6 9EF. 


MAY 1992 - SOLD OUT! 

JUNE 1992 - SOLD OUT! 

JULY 1992 

ON THE DISKS! Playable demos of Red Zone 
and Galactic plus FIVE complete PD games: 
Battlements, Dragon Tiles, MegaTron, 
Omega Race and Hollywood Trivia! 

WIPPED! Lotus 3, Wing Commander and The 
Carl Lewis Challenge! 

REVIEWED! Lure of the Temptress, Monkey 
Island 2, Ishar, Striker, Championship 
Manager and many more! 

TIPPED! Player's guides to Parasol Stars, 
Epic, John Madden Football and Eye of the 
Beholder 2! 

PLUS! The One games challenge! Free Dune 
poster! 

AUGUST 1992 - SOLD OUT! 

SEPTEMBER 1992 

ON THE DISKS! Playable demos of Premiere, 
Tiny Skweeks and Match of the Day, 
Flashback preview and three PD games: 

War, Nebula and Croak! 

WIPPED! Second Samurai, Flashback and 
more on Frontier: Elite 2! 

REVIEWED! Premiere, MegaTraveller 2, Guy 
Spy, Fascination, Shadow of the Best 3 and 
many more! 

TIPPED! Player's guides to Graham Taylor, 
Civilization and Fire & Ice (pt 2) and the on¬ 
going solution to Monkey Island 2! 

OCTOBER 1992 

ON THE DISKS! Three disks this month, con¬ 
taining playable demos of Assassin, KGB 
and Fireforce plus 2 PD games: Cybernetix 
and Sub Attack! 

WIPPED! The Chaos Engine, Legends Of 
Valour and the final instalment of Frontier: 
Elite 2! 

REVIEWED! Putty, The Humans, Aquatic 
Games, Lotus 3, Zool, Troddlers and many 
more! 

TIPPED! Player's guides to Dune and Lure of 
the Temptress, the start of a complete solu¬ 
tion to Eye of the Beholder 2 and the last 
part of the Monkey Island 2 solution! 

PLUS! Those end-game sequences revealed! 
Westwood Studios interviewed! 

NOVEMBER 1992 

ON THE DISKS! Playable demos of The 
Chaos Engine and Lionheart plus five PD 
games: Revolution, Bridge Ball, Flag 
Catcher, Biplanes and Tank Attack! 

WIPPED! Street Fighter 2, Gunship 2000, 
Darkmere and Desert Strike! 

REVIEWED! Wing Commander, 

Shadoworlds, Road Rash, Curse of 
Enchantia, Legend of Kyrandia, Assassin 
and many more! 

TIPPED! Complete solution to Hook and the 
second part of the Eye of the Beholder 
solution! 

PLUS! Sensible Software interviewed! 
DECEMBER 1992 

ON THE DISKS! Playable demos of Sensible 
Soccer VI.1, No Second Prize, McDonalds 
Land and Creatures plus a preview of 
Street Fighter 2! 

WIPPED! Superfrog, Star Trek and WWF 2! 
REVIEWED! Legends of Valour, No Second 
Prize, McDonalds Land, BC Kid, Nigel 
Mansell, Lethal Weapon and many more! 
TIPPED! Player's guides to Zool, Putty and 
Wizkid plus the last part of the Eye of the 
Beholder 2 solution! 

PLUS! The A1200 revealed! Richard 'Mr 
Music' Joseph interviewed! 

JANUARY 1993 

ON THE DISKS! Psycho Game - a complete 
game specially written for The One by 
Bullfrog - along with playable demos of 
Gunship 2000 and Dalek Attack plus a pre¬ 
view of Archer Maclean's Pool! 

WIPPED! Microcosm and Dracula on CD, 
Dune 2 and Superhero! 

REVIEWED! Indy IV graphic adventure. 


Street Fighter 2, Cool World, KGB, 

Waxworks and many more! 

TIPPED! Player's guides to Assassin and 
Wing Commander, the start of a complete 
Legend of Kyrandia solution and a 
complete solution to Dizzy: Prince of the 
Yolkfolk! 

PLUS! 1993 previewed! The One awards! 
Stunning Dave Gibbons cover! 

FEBRUARY 1993 

ON THE DISKS! Playable demos of Darkseed, 
Universal Monsters and Superhero! 

WIPPED! Space Hulk, Chuck Rock 2 and 
Ambermoon! 

REVIEWED! The Chaos Engine, Dragon's Lair 
3, WWF 2, Darkseed, Sleepwalker and many 
more! 

TIPPED! Player's guides to Street Fighter 2, 
Sensisoccer VI.1, Sabre Team and Fireforce 
plus the on-going Kyrandia solution! 

PLUS! Commodore's ex-boss Kelly Sumner 
interviewed! 

MARCH 1993 

ON THE DISKS! Playable demos of 
Superfrog, Flashback, Prime Mover and 
Woody's World, plus a complete PD game: 
Oblivion! 

WIPPED! Liberation: Captive 2, Woody's 
World, Ishar 2, Blastar and amny more! 
REVIEWED! Body Blows, Lionheart, 
Flashback, Transarctica, Walker, Lemmings 
2 and many more! 

TIPPED! Player's guide to Legends of 
Valour, complete solutions to Indy IV 
adventure and Future Wars and the last 
part of the Kyrandia solution! 

PLUS! Ten good reasons to buy an A1200 
now! Dino Dini interviewed! 


APRIL 1993 

ON THE DISKS! Playable demos of FA 
Premier League (collector's item!), 
Abandone Places 2 and Beavers, plus two 
PD games: Transplant and PacMan Deluxe! 
WIPPED! Batman Returns, Cyberspace, 
James Pond 3, The Lost Vikings and many 
more! 

REVIEWED! Superfrog, Arabian Nights, 
Chuck Rock 2, Abandoned Places 2, Desert 
Strike and many more! 

TIPPED! Complete solutions to Darkseed, 
Dragon's Lair 3 and Indy III, plus the start 
of player's guides to KGB and Bill's Tomato 
Game! 

PLUS! X-Wing on Amiga revealed (but it's 
actually an April Fool's joke). 

MAY 1993 - SOLD OUT! 

JUNE 1993 

ON THE DISKS! Blaster!, a specially-written 
full game for The One, plus a playable 
demo of Nippon Safes and two complete 
PD games: Alien Bash and Tractor Beam! 
WIPPED! Bubba 'n' Stix, Realms of 
Darkness, Innocent Until Caught, 
Maelstrom and many more! 

REVIEWED! Goal!, Super Cauldron, Ancient 
Art of War in the Skies, Legend 2, The Lost 
Vikings and many more! 

TIPPED! Player's guide to Lionheart and 
Chuck Rock 2 plus the completion of the 
solutions to KGB and Chaos Engine! 

PLUS! We tell you how to get into the soft¬ 
ware business! 

JULY 1993 - SOLD OUT! 


AUGUST 1993 

ON THE DISKS! Trex Warrior, a full game 
from Thalion written specially for The One, 
plus a playable demo of Ishar 2 and Snakes 
and a complete PD game: Wibble World 
Giddy! 

WIPPED! Total Carnage, TFX, Beneath the 
Steel Sky, Utopia 2, Brutal Sports Football 
and many more! 

REVIEWED! Deep Core, Sim Life, Whale's 
Voyage, 1869, Battle Isle '93 and many 
more! 

TIPPED! Player's guide to Dune 2, Gunship 
2000 and Reach for the Skies, the 
Abandoned Places 2 complete solution con¬ 
tinues while the World Of Legend solution 
starts! 

PLUS! The CD32 is unveiled! Arnie's raw 
deal! 

SEPTEMBER 1993 

ON THE DISKS! Playable demos of 
Overdrive, Bubba ‘n’ Stix, FI 17a Stealth 
Fighter, Deep Core and Suburban 
Commando! 

WIPPED! Last Action Hero, Micro Machines, 
Alfred Chicken, Theatre of Death, Seek & 
Destroy, Oscar and many more! 

REVIEWED! Soccer Kid, Hired Guns, Diggers, 
Premier Manager 2, Yo! Joe!, Blob, The 
Patrician and many more! 

TIPPED! Complete player's guide to 
Syndicate and War in the Gulf, a complete 
solution to Transarctica, the start of the 
Ishar 2 solution, the ongoing Abandoned 
PLaces 2 and Worlds of Legend sagas! 

PLUS! More CD32 info! 

OCTOBER 1993 

ON THE DISKSiPlayable demos of Space 
Hulk, Alfred Chicken and Burning Rubber! 
WIPPED! Mortal Kombat, Dreamweb, 
Elfmania, Evolution, Wonder Dig, FI and 
many more! 

REVIEWED! Space Hulk, Jurassic Park, 
Overkill, Micro Machines, Alfred Chicken, 
Blastar, Disposable Hero, Burning Rubber 
and many more! 

TIPPED! Complete players' guide to Diggers, 
Beastlord, Wibble World Giddy, The 
Patrician, Goal! and more of the Ishar 2 and 
Worlds of Legend solutions! 

PLUS! It's ECTS time again. 

NOVEMBER 1993 

ON THE DISKS! 3 Disks again, featuring 
playable demos of Uridium 2, Hero Quest 2 
and Seek and Destroy, along with two com¬ 
plete PD games - Zombie Apocalypse and 
Project Buzzbar. 

WIPPED! Body Blows Galactic, King's Quest 
VI, Rally, Rise of the Robots, Seventh Sword 
of Mendor and many more! 

REVIEWED! Brutal Sports Football, 

Cardiaxx, Donk, Frontier: Elite 2, Qwak and 
many more! 

TIPPED! Hired Guns, Alfred Chicken (part 
one). Space Hulk (part one), Ishar 2 (part 
three) and many more! 

PLUS! The programmers talk to us! DMA 
Talk to us! Find out how we make The One! 

DECEMBER 1993 

ON THE DISKSiPlayable demos Alien Breed 
2, Brian the Lion and Bob's Bad Day! 
WIPPED! Heimdall 2, Reunion, Theme Park 
and many more! 

REVIEWED! Cyberpunks, F117A STealth 
Fighter, Cannon Fodder, Alien Breed 2, 

Body Blows Galactic, Liberation, Magic Boy, 
Perihelion, The Settlers and many, many 
more! 

TIPPED! The end of the Ishar 2 solution! 
Body Blows Galactic, Alien Breed 2, Space 
Hulk (part 2), MASSIVE Frontier players' 
guide, the complete solution to The Secret 
of Monkey Island and many more! 

PLUS! Find out how they make Games 
World Live! as we spend a day with them! 

JANUARY 1994 

On the disks! A complete game by Stavros 
Fasoulas, Zool 2 and Beetle (A1200 only) 

(Er, that's this issue - Ed.) Oh. 


THE ONE BACK ISSUES OFFER! 

Please send me the following back issue(s) of The One: 

.................Quantity.. 

I enclose a cheque/postal order made payable to EMAP Images for £... 
(Rates per magazine: UK - £5.99; Europe - £6.50 Overseas - £8.50) 


Name:. 

Address:. 


......Post code:...... 

Please allow 28 days for orders to be fulfilled upon receipt of request. All orders are subject to avail¬ 
ability - all titles shown are available at the times of the issue going to press (except those marked 
'Sold Out!', obviously). 













































NEW! 


AMIGA 1200 PACKS 
AMIGA CD 32 CONSOLE 


FROM SILICA - THE UK’s Nol AMIGA SPECIALISTS 




From December 1st 1993, when 
you buy your Amiga from Silica, at 
* / our advertised prices, we will give you 
•y one or more FREE GIFTS. The gifts 
include the new Chaos Pack, GFA Basic 
and Photon Paint II a total value of over 
£265. Check the panels on this ad to see 
which gifts come with each Amiga from 
Silica. CHAOS is the software pack of 
the year and is an Amiga Format Gold 
, winner. It includes Chaos Engine, Nick 
Faldo's Championship Golf, Syndicate 
and Pinball Fantasies. 

ALL FOUR titles have 
been rated over 90% 
and won the coveted 
, Amiga Format 
1 GOLD AWARD! 



CHAOS ENGINE . £25.99 

SYNDICATE . £34.99 

PINBALL FANTASIES . £29.99 

NICK FALDO’S CHAMPIONSHIP GOLF .... £34.99 


CHAOS PACK: £125.96 
GFA BASIC v3.5 - Powerful Basic Programming Language ... £50.00 
PHOTON PAINT II - Powerful Graphics Painting Package ... £89.95 


TOTAL VALUE: £265.91 



AMIGA 600 

LEMMINGS PACK 




1 YEAR ON SITE/AT HOME WARRANTY 

ON ALL CONFIGURATIONS 


FREE DELIVERY 

PACK INCLUDES: 

1Mb AMIGA 600,. £199.99 

BUILT-IN 1 Mb DRIVE. 

BUILT-IN TV MODULATOR.. 

DELUXE PAINT III. £79.99 

• LEMMINGS. £25.99 

FREE FROM SILICA (See Top Left) £125.96 
TOTAL PACK VALUE: £431.93 
LESS PACK SAVING: £242.93 
SILICA PRICE: £189.00 


1 


Mb 

RAM 


r Mb 
■ RAM 


PREVIOUSLY 

£189 


INC VAT - AMC 0666 


PREVIOUSLY ££££ 

£219 


INC VAT - AMC 0666 + RAM 0565 


AMIGA 600 

WILD, WEIRD & WICKED 


AMIGA 600hd 

EPIC + HARD DRIVE 


AMIGA 



1 YEAR ON SITE/AT HOME WARRANTY 

ON ALL CONFIGURATIONS 


FREE DELIVERY 

PACK INCLUDES: 

1Mb AMIGA 600. £199.99 

BUILT-IN 1Mb DRIVE & TV MODULATOR 

DELUXE PAINT III. £79.99 

MICROPROSE GRAND PRIX.. £34.99 

SILLY PUTTY . £25.99 

PUSHOVER . £25.99 

FREE FROM SILICA (See Top Left) £125.96 
TOTAL PACK VALUE: £492.91 
LESS PACK SAVING: £293.91 
SILICA PRICE: £199.00 


1 


Mb 

RAM 



PREVIOUSLY 

£199 


INC VAT - AMC 0649 


PREVIOUSLY 


INC VAT-AMC 0649 +RAM 0565, 


[1YEAR ON SITE/AT HOME WARRANTY 

ON ALL CONFIGURATIONS 


FREE DELIVERY 

PACK INCLUDES: 

• It* AMIGA 600. £199.99 

• BUILT-IN 1 Mb DRIVE & TV MODULATOR 

• 64** HARD DISK . £179.00 

• EPIC-A SCI-FI ADVENTURE . £29. 

• ROME - ROLE PLAYING ADVENTURE £25.99 

• MYTH - STOP THE SPREAD OF EVIL . £ 19.99 

• TRIVIAL PURSUIT - POPULAR QUIZ .. £29.99 

FREE FROM SILICA (See Top Left) . £265.91 

2Mb 1 PACK VALUE: £750.86 
- i PACK SAVING: £401.86 

SILICA PRICE: £349.00 


1 Mb 
RAN 

64 


1 

85 


Mb 

RAM 

HD 


£349 


INC VAT - AMC 0964 


£399 


INC VAT - AMC 0985 


CONSOLE 

32-BIT CD-ROM 

mm 



' - ■|cd 

MEGA CD 

CentralProcessor 

68020ec 

68000 

Power 

32-bit 

16-bit 

Speed 

14mhz 

12.5mhz 

Standard RAM 

2048K 

128K 

Colour Palette 

16.8 MtUOH 

512 

Max Colours On-Screen 

256,000 

64 

Full-Screen 

Video CD 

Optional 

No 

Dual-Speed CD Drive 

Yes 

No 

4 Voice Stereo Sound 

Yes 

Yes 

Multi-Session 

Yes 

No 

S-VHS Output 

Yes 

No 

Maximum Resolution 

840 x 640 

300 x 200 

CD Titles From 

£19.95 

£39.99 

Price: 

£289 

£379® 


*The Mega CD (£269) will only 
work when plugged into the 
Mega Drive (£129), therefore the 
price shown is the total 
combined price of both models. 
The Amiga CD32, however, is a 
standalone system which works 
without additional units. 


• 32-BIT POWER 

The world’s first CD-ROM console to use 32- 
bit technology, 4 x faster than a 68000 CPU 

• CD QUALITY STEREO SOUND 

• 16.8 MILLION COLOUR PALETTE 

• 256K MAX COLOURS ON-SCREEN 

• GAMES FROM BELOW £20 

• PLUGS INTO A TV OR MONITOR 

• PLAYS MUSIC CDs 

• DUAL SPEED 

Transfers data almost twice as fast as 
ordinary CD-ROM drives 

• MULTI-SESSION 

Recognises ALL data on CDs, even if the 
information was added after initial pressing 

• FULL SCREEN VIDEO-CD 11/93 
Via an optional extra module which allows 
you to watch films on the CD32 - compatible 
with the latest Video-CD standard, endorsed 
by JVC, Matsushita, Philips and Sony 

• 2Mb RAM 

• 11 BUTTON CONTROL PAD 

• 2 FREE CD TITLES 

• OSCAR • DIGGERS 
PLUS FREE FROM SILICA 
LEMMINGS CD WORTH £9.99 

• COMPATIBLE WITH 26 CDTV TITLES 
OVER 45 TITLES EXPECTED BEFORE CHRISTMAS 93 




AMIGA 1200 PACKS + H «s RIVE 

DESKTOP DYNAMITE 


RACE W CHASE 

AMIGA 1200 

w sap 


AMIGA 1500 

HOME ACCOUNTS 


AMIGA 4000 

SPECIFICATIONS 


AMIGA 4000 

CONFIGURATIONS 


CDTV ADD-ON 

FOR A500 or A500n.us 


CDTV SOFTWARE 


1 YEAR ON SITE/AT HOME WARRANTY | 

ON ALL CONFIGURATIONS 


FREE DELIVERY 

PACK INCLUDES: 

• 2Mb Amiga 1200 • Nigel Mansell's 

• Trolls AGA World Championship AGA 

FREE FROM SILICA (See Top Left) 

RACE N’ CHASE 


£299 


2 ram 64?l 

INC VAT-AMC 1464 


2?* 85 £4QQ 

INC VAT • AMC 1485 4*0 TP 


% I?* £529 


%A°? ? -£599 



The Amiga 4000 ‘030’ and ‘040’ are 
available in several RAM/Hard 
Drive options from Silica (please 
below). All are fully configured and 
approved and carry Commodore’s 
full one year on-site warranty. 

RAM upgrades are also available 
from Silica. Due to current 
fluctuations in the market, please 
call for upgrade prices. 




LEMMINGS 

These suicidal critters 
aren’t about to take up 
sunbathing, take on the 
ingeniously designed 
puzzles to ensure they 
survive to tell their 
descendants the tale. 


£9.99 


INC 


VAT 


25mhz 68030 c 


A570 UPGRADE 


FREE DELIVERY 

PACK INCLUDES: 

• 2Mb Amiga 1200 • Deluxe Paint IV AGA 

• Dennis • WordworthV2 

• Oscar • Wordworth Print Manager 

+ FREE FROM SILICA (See Top Left) 

DESKTOP DYNAMITE 


FULLY 

EXPANDABLE 


1 YEAR ON SITE/AT HOME WARRANTY 1 

ON ALL CONFIGURATIONS 


2r . 0 £349 


J54 £499 


2s«» 85 £549 

INC VAT - AMC 1786 4*0%J W *J4 


2b. 127 £570 

INC VAT - AMC 1828 4*0*0 ■ *4f 


2s» 209! £649 

INC VAT-AMC 1910 ^0*0 ■ *0 


AMIGA 1200 SPECIFICATIONS 

• 68020EC Processor -141 9 mh; Clock Speed 

• 32-bit Architecture/2Mb Chip RAM 

• Amiga DOS v3.0/ Built-in TV Modulator 

• AA Chip Set/16.8 Million Colours 

• 1 x 32-Bit CPU/RAM Expansion Slot 

• PCMCIA Smart Card Slot 

• 96 Key Keyboard with Numeric Keypad 


• 2K" Internal IDE Hard Drive Options 

• 1 Year On-site Warranty 

HARD DRIVE OPTIONS 

• Approved 2.5" Hard Drives 

• Fitted correctly below metal safety shield - does not 
invalidate warranty 

• Covered by Commodore’s Official 1 Year On-Site Warranty 

• Look for Special 'Official Upgrade' sticker 


FREE DELIVERY 

1 YEAR RETURN TO SILICA WARRANTY 
PACK INCLUDES: 

• 1Mb AMIGA 1500 . £699.99 

• 2 x 3/7 BUILT-IN In FLOPPY DRIVES .. 

• EXPANSION SLOTS . 

• PC COMPATIBILITY. 

• VIDEO SLOT 


For enhanced graphics 

• PC-XT BRIDGEBOARD SUPPLIED .. £100.00 

• PLATINUM WORKS SOFTWARE.... £169.95 

Word processor, database, spreadsheet 

• PUZZNIC . £24.99 

• TOKI. £24.99 

• ELF . £24.99 

• HOME ACCOUNTS . £29.99 

• DELUXE PAINT III . £79.99 

FREE FROM SILICA (See Top Left) . £265.91 

TOTAL PACK VALUE: £1420.80 
LESS PACK SA VING: £1021.80 


FREE DELIVERY 

MIPS RATING 18 7 

= Million Instructions Per Second 


2s. 80 £899 

INC VAT-AMB 3028 4*0*0 *0 *0 


2s» 130 £949 

INC VAT-AMB 3110 


INC VAT - AMB 3080 


80 pggg 

MB 3080 4*0*0 *0 *0 


4«» 130! £10dQ 

INC VAT-AMB 3120 Wm 1 


4b. 214 £1149 

inc vat-amb 3214 ■ B 


4340 £1249 

INC VAT - AMB 3340 I ■ill 


4 540 £14QQ 

INC VAT ■ AMB 3540 0)0 I 


FREE FROM SILICA: 


• Hutchinsons 

Encyclopedia CD rrp £29.99 

A fascinating and unique 
reference tool comprising the 
complete Hutchinsons 
Encyclopedia. 


• CDPD - 600 Public 
Domain Titles rrp £19.99 

Over 600Mb of Public Domain 
software and shareware. 

Includes word processors, data 
bases and spreadsheets etc., 
games and utilities. 

WORTH OVER £49 



SIM CITY 

As the mayor of Sim City 
you take control of the 
police, fire and transport 
departments. You must 
challenge crime, survive 
dreadful weather and 
aircraft disasters. 


£9.99 


INC 


VAT 



SUPER GAMES 
PACK 

This ultra high action 
compilation is sure to 
raise your adrenalin' 
level. Irfcludes Jailbreak, 
Byteman, Deathbolt and 
Lunar Rescue. 


Ref: CSS 8971 


£9.99 


INC 


VAT 


SILICA PRICE: £399.00 



A600 A1200 A4000-030 A4000-040 

The A4000 runs at up to 21 times the 
speed of the A600. 

GRAPHICS: 

• 16.7 MILLION COLOURS 

• RESOLUTIONS UP TO 
1280x512 and 800x600 

OPEN ARCHITECTURE: 

The A4000 has been designed for maximum 
flexibility providing plenty of room for 
memory & peripheral expansion. 

4x16/32-BIT Z0RR0 III SLOTS 

• 3XPC-AT SLOTS 

1x24-bit VIDEO SLOT WntM 

POWER: mUM 

• 1.76Mb 317 FLOPPY DRIVE IMCdl 


25mhz 68040 


6a. 130C1899 

INC VAT - AMB 4120 B 


6&. 214 £1999 

INC VAT-AMB 4214 m0 I W W W 


6ft. 340! £9149 

INC VAT-AMB 4340 I ”•# 


6i 525 ' £9399 

INC VAT - AMB 4540 W W W 


This Compact Disc-playing add-on 
simply clips to the side expansion port 
of your Amiga 500 and is immediately 
ready to deliver its power. 

• Enables your Amiga 500 to run CDTV software 

• Plays normal audio CD discs 

• Storage capacity equal to 600 floppy disks 

• Transfer time 153Kb/second 

• Compatible with CD + G and CD + MIDI formats 

• Compatible with ISO9660 standard 

• Some old A500s need modification - can for details 


FOR OUR COMPLETE RANGE OF 
CDTV TITLES PLEASE CALL OUR 
MAIL ORDER HOTLINE OR VISIT ONE 
OF OUR SHOWROOMS LISTED BELOW. 


t APPROVED 


WINNER OF THE 
AMIGA GOLD AWARD 91% 


RAM UPGRADES 

CALL FOR PRICES 


NEW LOW 
PRICE 


(cot v 

^ SSSSS3 


rrp 2S433? 


INC VAT - CCD 0570 


Silica are a fully authorised Amiga 
dealer. We can upgrade Amiga 600 
or 1200’s with hard drives, for new or 
existing owners, without affecting 
Commodore’s official on site 
warranty. We offer other upgrades 
and repair service for A500 and 
A500plus computers. 

UPGRADES & REPAIRS 

• Latest test equipment 

• 20 trained technicians 

• 1,OOOs of parts in stock 

• FAST, 48 hour service 

• We can collect (£5+VAT) 

• FREE return courier 

• All work guaranteed 

CALL FOR A PRICE LIST 


031193- 11.30 


SILICA - THE AMIGA SPECIALISTS 


\ Before you decide when to buy your 
_« * J new Amiga computer, we suggest you 

% \ - j i M think very carefully about WHERE you 

^ / buy it. Consider what it will be like a few 
'P-Aofi .O months after buying your Amiga, when 
^ you may require additional peripherals or 
software, or help and advice. And, will the 
company you buy from contact you with details 
of new products? At Silica, we ensure that you will have nothing to 
worry about. With our unrivalled experience and expertise, we can meet 
our customers’ requirements with an understanding which is second to 
none. Complete and return the coupon now for our latest FREE 
titerature and begin to experience the “Silica Service”. 


• COMMODORE APPROVED UPGRADES: 

Official Hard Drive upgrades with ICL on-site warranty. 

• FREE OVERNIGHT DELIVERY: 

On all hardware orders shipped in the UK mainland. 

• TECHNICAL SUPPORT HELPLINE: 

A team of Amiga technical experts will be at your service. 

• PRICE MATCH: 

We match competitors on a “Same product - Same price” basis. 

• ESTABLISHED 15 YEARS: 

We have a proven track record in professional computer sales. 

• PART OF A £50M A YEAR COMPANY: 

With over 200 staff - We are solid, reliable and profitable. 

• BUSINESS + EDUCATION + GOVERNMENT: 
Volume discounts are available. Tel: 081-308 0888. 


• SHOWROOMS: 

We have demonstration and training facilities at all our stores. 

• THE FULL STOCK RANGE: 

All of your Amiga requirements are available from one supplier. 

• FREE CATALOGUES: 

Will be mailed to you, with special reduced price Amiga offers, as 
well as details on all Amiga software and peripherals. 

• PAYMENT: 

We accept most major credit cards, cash, cheque or monthly terms 
(APR 29.8% - written quotes on request). 



i iicA l 


K 081-309 1111 


MAIL ORDER: 

Order Lines Open: Mon-Sat 


CROYDON SHOP: 

Opening Hours: Mon-Sat £ 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI 4 4DX 

9.00am-7.00pm (Sat 9.00am-5.30pm) No Late Night Opening 


Tel: 081-309 1111 

Fax No: 081-308 0608 


Debenhams ( 2 ndFloor), 11-31 North End, Croydon, Surrey, CR9 IRQ 

D0am-6.00pm Late Night: Thursday - 9pm 


LONDON SHOP: 

Opening Hours: Mon-Sat £ 


Tel: 081-688 4455 

Fax No: 081-686 4658 


LONDON SHOP: 

Opening Hours: Mon-Sat 


52 Tottenham Court Road, London, W1P OBA 

No Late Night Opening 


Tel: 071-580 4000 

Fax No: 071-323 4737 


Selfridges (BasementArena), Oxford Street, London, W1A 1AB 

9.30am-7.00pm Late Night: Thursday - 8pm 


Tel: 071-629 1234 

Extension: 3914 


SIDCUP SHOP: 

Opening Hours: Mon-Sat £ 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI4 4DX 


ESSEX SHOP: 

Opening Hours: Mon-Fri 


Late Night: Friday - 7pm 


Tel: 081-302 8811 

Fax No: 081-309 0017 


IPSWICH SHOP: 

Opening Hours: Mon-Fri 


Keddies ( 2 nd Floor), High Street, Southend-on-Sea, Essex, SSI 1LA 

9.30am-5.30pm (Sat 9.00am-6.00pm)Late Night: Thursday - 7pm 


Tel: 0702 468039 

Fax No: 0702 468039 


Debenhams ( 2 nd Floor), Waterloo House, Westgate St, Ipswich, IP1 3EH 

9.30am-5.30pm (Sat 9.00am-6.00pm)Late Night: Thursday - 9pm 


Tel: 0473 287092 

Fax No: 0473 287092 


To: Silica, ONEAM-0194-104, 1-4 The Mews, Hatherley Road, Sidcup, Kent, DAI4 41 


PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE 


Mr/Mrs/Miss/Ms:. Initials: 


Surname: 


Company Name (if applicable): 

| Address: . 


. Postcode:. 

| Tel (Home): . Tel (Work): . 

| W hich computer(s), if any, do you own?.. 104S 

E&OE - Advertised prices and specifications may change - Please return the coupon for the latest information. 




















































































































































































































































Ameagre Prices 





Games 


lOINTELLIGEll 
1869 (1MB) 

1869 (AMIGA 121 
A-TRAIN (1MB)| 

A-TRAIN CONST 
ABANDONED R 
ABANDONED ■ 

ADDAMS FAMl 
AIR SUPPORT * 

AKIRA 

ALFRED CHICW 
ALFRED CHIC! 

ALIEN 3 (1MB)I 
ALIEN BREED 
ALIEN BREED 2 
ALIEN BREED | 

ALLOALLO 
AMOSPROFEJ 

amosprofeJ 

ANCIENT ART 0 

annihilatorJ 
ANOTHER WOT 
APACHE 
ARABIAN NIGHfl 
I ARKANOID II - REVENGE OF DOH 
ARMOUR GEDDON 2 
ARSENAL -THfc 
ASHES OF EMI 
ASSASSIN REMJ2i, 

ATAC (1MB) 

AWARD WINNi 
B-17 FLYING F 
BARDS TALE 3) 

BARDS TALE C 
BATMAN - THE MOVIE 
BATMAN RETURNS 
BATTLE CHESS^ 

BATTLE ISLE ‘S 
BATTLE TOADf 
BEASTLORD ' 

BENEATH THE 9 
BIG RUN 


BOBS BAD DAfl|| 

BODY BLOWS 
BODY BLOWS j 
BODY BLOWS 
BODY BLOWS 
BOOT 

BOROBODUR 
BRIAN THE Ll< 

BRUTAL SPOI 
BUGS BUNNY 
BULLYS SPOR| 

BURNING RUI 
BURNING RUB*1(A1200) 

CAESAR DELUXE (1MB) 

CAMPAIGN 
CAMPAIGN 2 (U 
I CANNON FODf 
I CARDIAXX 
I CARRIER CON 
CARTOON - 
CARTOON RAC 
CASTLES 2 - A 
CENTURION 

championsh| _ 

CHAMPIONSHIP^ 

CHAOS ENGINfl 
CHAOS ENGINr 
CHESS CHAMi 
CHUCK ROCK 2 
CIVILIZATION (I 
CIVILIZATION (I 
COMBAT AIR FI 
COMBAT CLASSICS]! 

COMBAT CLA9I 
CONTRAPTIOlf 
COOL SPOT 
COUNTDUCKULA 
COUNT DUCKULA 2 
CREEPERS 
CRYSTAL KING 
CURSE OF EN| 

cyberspace! 

DALEKATTACll 
DALEK ATTACK (^ 

DEEP CORE 
DENNIS 
DENNIS & GNAI 
DENNIS (AMIG[ 

DESERT STRIW_ 

DIGGERS (A12| 

DINOSAUR DET 
DISPOSABLE L 
DIZZY COLLECTS 
DIZZY’S EXCEli^ 

DOG FIGHT (Ilf 
DONK 

DRACULA(1M| 

I DREADNOUGHT^ 

DREADNOUGHj 
DREADNOUGFI 

dreamlands! 

DREAMWEB (IS 
DUNE II (1MB) ■ 

DYNA BLASTE* 

EASY AMOS ( 1 M 
ELITE II - FROlf 
ESPANA - THE! 

EUROPEAN ChT 
EUROPEAN CJ 
EYE OF THE Bfl 
EYE OF THE BH 
F-16 COMBAT l 
F-29 RETALIATE 
FI (DOMARK) r 
F117ASTEALTIT 
FI 7 CHALLEN(1 
FACE OFF - id 
FALCON 

FALCON - COUNTERSTRIKE DATA DISK 
FALCON - FIREFIGHT DATA DISK 
FANTASTIC DIZZY 


10am—10pm 7 days a week 
No credit card surcharges 

Always a person—never an answerphone! 




22.95 
25.99 

7.95 

10.95 

18.95 

24.95 

10.95 
7.95 
7.95 
7.95 
7.95 

18.95 


£ 289.89 


CD-32 


ALFRED CHICKEN 

ALIEN BREED - SPECIAL EDITION 

ARABIAN NIGHTS 

BOOT 

CHAOS ENGINE 
D-GENERATION 
DEEP CORE 
FI 7 CHALLENGE 

JOHN BARNES EUROPEAN FOOTBALL 

JURASSIC PARK 

LABYRINTH 

LIBERATION - CAPTIVE 2 

MICROCOSM 

MORPH 

OVERKILL/LUNAR-C 
PINBALL FANTASIES 
PROJECT X 
QWAK 
ROBOCOD 
RYDER CUP 

SENSIBLE SOCCER 92/93 

SLEEPWALKER 

TFX 

TROLLS 
URIDIUM 2 
WHALES VOYAGE 
ZOOL 


21.95 

12.95 

12.95 

24.95 

21.95 

18.95 

18.95 

12.95 

12.95 

21.95 

18.75 

24.95 

29.95 

21.95 

21.95 

24.75 

12.95 

12.95 

21.95 
21.95 
21.95 

21.95 

24.95 

21.95 

24.95 

21.95 
21.95 


FAST FOOD (NOT+) 1.00 

FATAL STROKES 21.95 

FIRE AND BRIMSTONE (1 MB) 7.95 

FIRST DIVISION MANAGER (NOT600) 6.96 

FLASHBACK (1MB) 22.95 

FLIGHT OF THE INTRUDER (NOT+) 7.95 

FOOTBALL MANAGER 3 18.95 

FORMULA 1 GRAND PRIX (1 MB) 24.95 

FURYOFTHEFURRIES 22.75 

G 2 18.95 

GADGET LOST IN TIME 12.95 

GALACTIC WARRIOR RATS 7.95 

GAUNTLET II 6 96 

GENESIA 22.75 

GLOBAL GLADIATORS (1MB) 18.95 

GLOBDULE 21.95 

GNOME ALONE 18.95 

GOAL (1MB) 15.75 

GOBLIINS 2 (1MB) _ 


Please note 

NOT+ means software is 
not compatible with the 
500 Plus, 600 or 1200 


GRAHAM GOOCH - SECOND INNINGS 14.95 

GRAHAM GOOCH WLD CLASS CRICKET (1 MB) 21.95 
GRAHAM TAYLOR'S SOCCER (1 MB) 7.95 

GULP 21.95 

GUNSHIP 10.95 

GUNSHIP 2000 ( 1 MB) 24.95 

HANNA BARBARA’S ANIMATION WORKSHOP 35.99 
HEAD OVER HEELS 6.96 

HEROQUEST 
HEROQUEST 2 
HILL STREET BLUES 
HIRED GUNS 

HISTORY LINE (1914-1918) (1MB) 

HOOK 

HUCKLEBERRY HOUND 
HUMANS-Jurassic Levels (Data Disk) (NOT1200) 10.50 
HUMANS-JURASSIC LEVELS (STAND ALONE) 21.95 
IK+ 

INDIANA JONES & FATE ATL. (ADV) (1 MB) 

INDIANA JONES & L. CRUSADE (ADV) 

INDIANAPOLIS 500 
INNOCENT UNTIL CAUGHT 
INTERNATIONAL 5 A SIDE 
INTERNATIONAL GOLF 
ISHAR 2 (1 MB) 

ISHAR 2 (AMIGA 1200) 

JAMES POND 
JET STRIKE 

JOHN MADDEN’S FOOTBALL 
JURASSIC PARK (1MB) 

JURASSIC PARK (A1200) 

KEYS OF MARAMON 
KGB (1MB) 

KICK OFF II (1 MEG) 

KID PIX (NOT1200) 

KIDS RULE OK 
KINGDOMS OF GERMANY 
KNIGHTS OF THE SKY (1MB) 

KRUSTYS SUPER FUN HOUSE 
LASER SQUAD «• 

LEGENDS 

LEMMINGS (ORIGINAL) 

LEMMINGS 2 (1MB NOT1500) 

LEMMINGS DATA DISK (XMAS LEVELS) 

LIBERATION - CAPTIVE 2 
LINKS 

LOMBARD RAC RALLY 
LORDS OF CHAOS 
LORDS OF POWER (COMP) (1MB) 

LOST TREASURES OF INFOCOM 
LOST VIKINGS 


7.95 

18.95 
7.95 

24.95 
24.95 

7.95 

7.95 


6.96 

27.95 

12.95 

10.95 

24.95 
6.96 
6.96 

21.95 

21.95 
6.96 

18.95 
18.95 

18.95 

20.95 

4.95 

22.95 

18.95 

18.95 

12.95 

21.95 

13.95 

22.95 

7.95 

21.95 

18.95 

21.95 

14.95 

22.95 

13.95 


PERIHELION 

PGA TOUR GOLF PLUS 

PINBALL DREAMS 

PINBALL DREAMS/PINBALL FANTASIES 
PINBALL FANTASIES (1MB) 

PINBALL FANTASIES (A1200) 

PINBALL MAGIC 
PIRATES 
PIT FIGHTER 
PIXIE & DIXIE 
POPEYE 2 
POPEYE 3 

POPULOUS/PROMISED LANDS 
POSTMAN PAT 
POSTMAN PAT 3 
PREMIER DIVISION 
PREMIER MANAGER 2 
PRIME MOVER 
PRINCE OF PERSIA 
PROJECT X ( 1 MB) 

PUGGSY 
PUTTY 
QWAK (1MB) 

R.B.I. BASEBALL 2 (NOT+) 

RAGNAROK 

RAILROAD TYCOON (1MB) 

RAINBOW ISLANDS 
REACH FOR THE SKIES 
ROAD RASH 

ROBINSONS’S REQUIEM 
ROBOCOD (A 1 200) 

RODLAND 
ROOKIES (1MB) 

RUGBY COACH 

RULES OF ENGAGEMENT 2 (1 MB) 

RYDER CUP 

RYDER CUP (AMIGA 1200) 

SABRE TEAM-A1200 

SANTA’S XMAS CAPER 

SCRABBLE 

SECOND SAMURAI 

SECRET OF MONKEY ISLAND (1MB) 

SECRET OF MONKEY ISLAND II (1MB) 

SENSIBLE SOCCER 92/93 

SETTLERS (1MB) 

SHOE PEOPLE 
SILENT SERVICE II 

SIM CITY - ARCHITECTURE 1 (FUTURE) 
SIM CITY - ARCHITECTURE 2 (ANCIENT) 
SIM CITY DELUXE 
SIM LIFE (1.5MB) 

SIM LIFE (AMIGA 1200) 

SIMON THE SORCERER (1MB) 

SIMON THE SORCERER (A1200) 
SIMPSONS : BART VS THE WORLD 
SKIDMARKS (1MB) 

SKIDZ 

SLEEPWALKER (1MB) 

SLICKS 

SNAPPERAZZI 

SOCCER KID 

SOCCER KID -A1200 

SOOTY & SWEEP 

SOOTYS FUN WITH NUMBERS 

SOUP TREK 

SPACE CRUSADE 

SPACE HULK 

SPACE LEGENDS (1MB) 

SPORTS MASTERS (COMP) 

STAR LORD (1MB) 

STARDUST (1MB) 

STREET FIGHTER 2 (1MB) 

STRIKE FLEET 
STRIKER 

STUNT CAR RACER (NOT600) (NOT1200) 
SUBURBAN COMMANDO 
SUPER FROG (1MB) 


LOTUS ESPRIT TURBO CHALLENGE 

7.95 

SUPER LEAGUE MANAGER 

18.95 

LOTUS III - THE ULTIMATE CHALLENGE (1MB) 

18.95 

SUPER MONACO G.P. 

7.95 

LOTUS TURBO CHALLENGE II 

7.95 

SUPER SPACE INVADERS 

7.95 

MAELSTROM 

24.95 

SUPER TETRIS (1 MB NOT1200) 

17.95 

MAGIC BOY 

18.95 

SUPERCARS II (NOT1200) 

7.95 

MAGICIANS CASTLE 

21.95 

SUPERHERO (1MB) 

21.95 

MANCHESTER UNITED 

7.95 

SWIV 

7.95 

MANCHESTER UNITED - PREMIER LEAGUE 

21.95 

SYNDICATE (1MB) 

24.95 

MANIAC MANSION 

10.95 

TENNIS CUP 2 

7.95 

MARIO IS MISSING (1MB) 

21.95 

TERMINATOR 2 - ARCADE GAME 

21.95 

MAVIS BEACON 2 (GERMAN) 

21.95 

TERMINATOR II 

6.96 

MAVIS BEACON TEACHES TYPING V.2 (1 MB) 

21.95 

TFX (AMIGA 1200) 

24.95 

MEAN 18 

7.95 

THE GREATEST (COMP) (1 MB) 

24.75 

MEAN ARENAS 

18.95 

THE PATRICIAN (1MB) 

24.75 

MEGA-LO-MANIA / FIRST SAMURAI (NOT1200) 

22.95 

THEATRE OF DEATH 

21.95 

MERCENARY 3 

14.95 

THOMAS THE TANK ENGINE 

6.96 

MICRO MACHINES 

18.95 

THOMAS THE TANK ENGINE 2 

10.95 

MORPH (1MB NOT1200) 

18.95 

TOKI 

7.95 

MORPH (AMIGA 1200) 

18.95 

TOTAL CARNAGE 

20.95 

MORTAL KOMBAT (1MB) 

22.75 

TOYOTA CELICA 

6.96 

MR NUTZ 

18.95 

TREASURE ISLAND DIZZY 

4.49 

MR NUTZ (AMIGA 1200) 

20.95 

TRIPLE ACTION PACK VOL.5 

10.95 

NASCAR CHALLENGE 

12.95 

TRIVIAL PURSUIT 

6.96 

NICK FALDOS CHAMPIONSHIP GOLF (1MB) 

24.95 

TROLLS (1MB) 

18.95 

NICKY 2 

21.95 

TWILIGHT 2000 

24.95 

NIPPON SAFES INC 

21.95 

URIDIUM 2 

18.95 

NODDY’S BIG ADVENTURE 

18.75 

UTOPIA 

7.95 

NODDYS PLAYTIME ( 1 MB) 

18.75 

VALHALLA (1MB) 

21.95 

NORTH & SOUTH 

6.96 

WALKER (1MB) 

21.95 

OMAR SHARIF’S BRIDGE (1MB) 

-24.95 

WIZ ‘N’ LIZ 

21.95 

ONE STEP BEYOND 

15.75 

WONDER DOG 

18.95 

OPERATION THUNDERBOLT 

6.96 

WOODYS WORLD 

18.95 

OSCAR 

18.95 

WORLDS OF LEGEND 

18.95 

OSCAR (AMIGA 1200) 

18.95 

WWF WRESTLEMANIA 

7.95 

OUTLANDER 

22.95 

XENON II 

7.95 

OVERDRIVE (1MB) 

19.95 

ZAK MCKRACKEN 

10.95 

OVERKILL (A1200) 

15.75 

ZOOL (1MB) 

18.95 

PANG (NOT600) 

6.96 

ZOOL (AMIGA 1200) 

18.95 

PANZA KICK BOXING 

7.95 

ZOOL 2 (1MB) 

18.95 

PARASOL STARS 

7.95 

ZOOL 2 (AMIGA 1200) 

18.95 

PEN PAL 

PERFECT GENERAL - WW2 DATA DISK (1 MB) 

39.95 

ZYCONIX 

15.75 


Games Centre 

10am—8pm Monday to Friday | 
10am—4pm Saterday 

2 minutes from Old St. lube station, take exit 2 

3.5" Disks 



Qty 

DSDD 

10 

5.30 

20 

10.35 

50 

22.95 

100 

39.95 

500 

184.65 


7.80 
15.35 
34.40 
61.90 
269.65 

All our disks are fully 
guaranteed and include labels 


Pixie & Dixie 



15.75 

21.95 
7.95 

24.95 

21.95 

21.95 

24.95 

13.95 

20.95 

10.95 
7.95 



only £7.95 


Hardware 


A500plus RAM upgrade 
A600 Expansion upgrade with clock 1 Mb 51.95 
Parallel port extension cable 
Parallel printer cable (2m) 

Roboshift (Auto mouse/joystick switch) 

Zi-Fi Stereo Speakers 


0.5Mb 

27.95 

0.5Mb 

24.95 

1Mb 

56.95 

1Mb 

51.95 


6.80 


8.60 


14.75 


37.95 


Hint Books 

EYE OF THE BEHOLDER I 
EYE OF THE BEHOLDER II 
INDIANA JONES & FATE ATL. (ADV) 

INDIANA JONES & L. CRUSADE (ADV) 

LOOM 

MANIAC MANSION 
SECRET OF MONKEY ISLAND 
SECRET OF MONKEY ISLAND II 


Educational 

CAVE MAZE 
FRACTION GOBLINS 
MATHS DRAGONS 
PICTURE FRACTIONS 
REASONING WITH TROLLS 
TIDY THE HOUSE 
TIME FLIES 

ANSWER BACK JUNIOR QUIZ (6-11) 

ANSWER BACK SENIOR QUIZ (12-AD) 

FRENCH MISTRESS 
GERMAN MASTER 
ITALIAN TUTOR 
MATHS ADVENTURE (6-14) 

SPANISH TUTOR 
MEGA MATHS (A LEVEL) 

MICRO ENGLISH (8-GCSE) 

MICRO FRENCH (BEGINNERS-GCSE) 

MICRO GERMAN (Beginners-GCSE-Business) 

MICRO MATHS (11-GCSE) 

MICRO SCIENCE (8-GCSE) 

MICRO SPANISH 
PRIMARY MATHS COURSE (3-12) 

READING WRITING COURSE (3-8) 

BETTER MATHS (12-16) 

BETTER SPELLING (8-ADULT) 

JUNIOR TYPIST (5-10) 

MAGIC MATHS (4-8) 

MATHS MANIA (8-12) 

ROBIN HOOD (LEISURELAND) 

SCROOGE (A CHRISTMAS CAROL) 

THE THREE BEARS (5-10) 

WIND IN THE WILLOWS 
WIZARD OF OZ 

ADI ENGLISH (11 -12or 12-13 or 13-14 or 14-15) 

ADI FRENCH (11 -12or 12-13 or 13-14 or 14-15) 

ADI JUNIOR COUNTING (4-5 or 6-7) 

ADI JUNIOR READING (4-5 or 6-7) 

ADI MATHS (11 -12or 12-13 or 13-14 or 14-15) 

FUN SCHOOL 2 (UNDER 6 or 6-8 or OVER 8) 

FUN SCHOOL 3 (UNDER 5 or 5-7 or OVER 7) 

FUN SCHOOL 4 (UNDER 5 or 5-7 or 7-11S) 

FUN SCHOOL MATHS (7-11) 

PAINT AND CREATE (OVER 5’S) 

SPELLING FAIR (7-13) 


10.95 

10.95 

10.95 

10.95 

10.95 

10.95 

10.95 

16.99 

16.99 


21.95 
16.99 

19.95 
19.95 
19.95 
19.95 
19.95 
19.95 
18.75 
19.95 

19.95 

18.95 

18.95 

13.95 


Miscellaneous 


4-Player adaptor 6.96 I 

Head Cleaner (3.5") 3.75 

Mouse 14.75 

Mouse House 2.95 

Mouse Mat 2.95 

SCART cable 9.49 

Workstation for 500 & 500+ 42.95 

Workstation for 600 37.95 

Workstation for 1 200 
(Workstations include mouse mat, 
mouse house and dust cover) 

Disk Boxes 

10 Slimpack 

is 1 

80 Stackable . r 

100 
120 
150 

Joystick a 

125+ 

Amiga Analogue Adaptor 
(use any PC analogue joystick on Amiga) 

Competition Pro 5000 - black 13.75 I 

Freewheel - Analogue 36.00 

Freewheel - digital 27.00 

Maverick 1 (QS128F) or 1M (SQ138F) 13.75 

Megastar A/F(SV133) 22.00 

Navigator A/F 13.75 

Python 1 (QS130F) 9.25 

Python 1M(QS137F) 9.75 

Quickjoyl Turbo (SV 121 ) 7.95 

SpeedkingA/F 11.00 

Speedking Analogue 13.50 

Star Probe 13.50 

The Bug (black or green) 13.50 

Topstar (SV127) 21.50 


Data6EM 

has supplied computer 
hardware and software to tens 
of thousands of satisfied 
customers since 1987 

s to have all you need 


80624 DataGEM 

k:671 6888688 


Department THC 

Orders against cheques v. 
despatched immediately, t 

All prices include UK postage and VAT and are efl 

On overseas orders, postage is charged at cost. New titi 
manufacturers' price reviews. All orders taken subject t< 


d St, London N1 61- 

'alid guarantee cardrri mbers will h 
trwise uport-che que c/e arance. 

ctive until 28thyanuarV/1S 

























































WHERE ARE YOU... 


A hh, Commodore. The mak¬ 
ers of the machine we hold 
so dear to our hearts and, 
more importantly, the makers of the 
machine that keeps us here at The 
One in gainful employment. 

1993 has been a particularly tur¬ 
bulent time for them: rumours about 
going bust, rumours about whether 
or not they were working on a CD- 
based Amiga and then whether or 
not it would succeed, rumours about 
the hasty departure of Kelly Sumner, 
rumours about Nintendo's interest in 
them... I'm only surprised the 
amount of gossip surrounding the 
firm didn't catch the attention of 
Piers Morgan. 

Seeing as how a new year beckons, 
we decided to ask David Pleasance, 
Commodore's joint Managing Direc¬ 
tor, a few questions. The first of 
which is how was 1993 for Com¬ 
modore? 

"From our point of view it's still 
not over yet," states David (and it 
might be worth pointing out that 
this interview was conducted 
towards the tail-end of November). 
"We've still got a few weeks left but 
I'd say that notwithstanding our cor¬ 
porate position, the last six months 
have been particularly good for us. 

"We haven't sold the 600 since 
March, so that's a deleted product as 
far as we're concerned, but the 
A1200, since its repricing, has been 
selling particularly well - we had a 
very successful summer, which is 


Yes, we know that 
this part of the mag¬ 
azine usually covers 
games which have 
been lost in develop¬ 
ment, but we'd like 
to know where Com¬ 
modore stand with 
regards to their plans 
for next year and 
their thoughts on 
'93. Simon Byron dis¬ 
cusses life, the 
universe and 
everything with Com¬ 
modore's MD David 
Pleasance 


happy with, considering the amount 
of time the machine has been on-sale 
and the secrecy that surrounded its 
development. 

"By virtue of our absolute need to 
keep CD32 secret from our competi¬ 
tors, we put ourselves in a situation 
where we only let a handful of devel¬ 
opers know the machine was com¬ 
ing. Subsequently we are suf¬ 
fering from the fact that very 
few developers have had time 


unheard of in the computer industry. 
I would say that in the six months to 
Christmas we will have sold some¬ 
thing around 160,000 A1200s, which 
is considerably more than I forecast. 

"The CD32 is looking like it will live 
up to our expectations but it's sell¬ 
ing a little slower than we anticipat¬ 
ed, which I think is down to the kind 
of product that it is. A games console 
is unlike a computer in so much as 
they don't tend to sell that well 


throughout the year, instead they 
have quiet periods followed by peaks 
at times such as Christmas. Howev¬ 
er, my market research tells me that 
the CD32 is outselling the Mega CD 
by about three or four to one. I'm 
very pleased - by the end of the year 
I'm quietly confident that we will 
have sold 110,000 CD32s." 

Thankfully, software support for 
the machine has begun to snowball 
- something David is particularly 


COMMODORE? 












FEAT 


U R E 



The A1200, Commodore's base 
machine for the future. 


to do anything. Bearing in mind 
what I've just said, our honesty in 
terms of telling the world about our 
financial position earlier on in the 
year worked against us because 
some developers decided to sit back 
and wait and see what happened. 

"So I think there was a reticence 
on the part of some developers to 
endeavour putting resources into 
something they weren't sure was 
going to be around. Most impor¬ 
tantly, nobody believed that we 
were going to put it out on time, 
when we actually managed to get it 
out early. 

"Having said all of those things, 
there are only one or two major 
developers in the entire computer 
industry that are not writing for and 
supporting the format. So that is 
very encouraging. I still believe that 
we will have between 50 and 70 
titles on the shelves by December 
15th, which, when you consider that 
the Mega CD has only got twelve 
titles at the moment, is very impres¬ 
sive." 

David admits that the machine 
may have suffered because of the 
Amiga branding, especially when 
you consider that up until the advent 
of Microcosm and Liberation most of 
the machine's games were virtually 
direct ports of the A1200 versions. 

"We all know it takes any devel¬ 
opment team around eight or nine 
months to produce good floppy 
games, but to produce a game which 
uses all the attributes of a CD-based 
machine obviously takes a lot longer. 
The CD32 was conceptually designed 
and produced within eight months 
and has only been on the market for 
two months. It is impossible to have 
a software which makes full use of 
the CD32 within this period of time. 

"Having said that, if you look at 
products such as Microcosm, Rise Of 
The Robots and Liberation, you can 
see that there are many people who 
have the talent to produce games 
using all the power of the CD32. 
And, as they say in the movies, you 
ain't seen nothing yet! 

"We're working very closely with 
all the development teams and 
^ when they reach their first major 
obstacle we're there to help. 
■ Then when they're getting near 



The A4000. There will be nothing 
between this and an A1200 in the 
foreseable future. 


to completion, we help them with 
their debugging and cut their first 
gold disk for them. We're a very inte¬ 
gral part of helping to create CD32 
games." 

Having admitted that the CD32 
has suffered from the secrecy sur¬ 
rounding its development, David still 
believes that the decision to keep it 
under wraps was the right one. 

"Our fear was Sega or Nintendo 
may or may not have been able to 


pool resources and scupper us. Given 
our financial circumstances we felt it 
was more important to develop tech¬ 
nology which leapfrogged our com¬ 
petitors. That was our White Knight 

- we were able to say to people, 
'Look, we've got ourselves in this 
mess, but this is the product that is 
able to get us out of it.' Without this 
admission I don't think we'd have 
anywhere near the support we've 
had from people in the industry. I 
think we played it all absolutely right 

- we just couldn't afford to mess it 
up." 

This seems like a good time to 
clear up the rumours regarding Com¬ 
modore's financial position. So what 
happened during 1993? 

"Firstly, Commodore was very 
heavily involved in the DOS PC mar¬ 
ket, which is an area where most 
people involved have lost money," 
confessed David. "If you look at our 
March quarter results you can see 
that we had a 30% increase in PC 
sales but our revenue stayed the 
same, so for some considerable time 
we weren't making any money. This 
meant that our real turnover as a 
company was maybe four or five 



The short-lived A600. May it rest in 
peace. 


hundred million, but our expenses 
were geared to supporting a billion 
dollar a year company. 

"So we decided to get out of the 
PC market, which involved restruc¬ 
turing the company and reducing 
some of our out-goings. We also 
decide that 16-bit technology was a 
bit passe and that we'd concentrate 
solely on the A1200 and CD32, so we 
had to price down the A600 to 
enable the existing stock to be sold. 

"All our financial announcements 
were made in May, relative to the 
March quarter, so we recorded a 


$187 million loss in total for that 
period. Before we announced our 
losses, we went to our creditors and 
told them what we were about do 
and outlined our new strategy; 
namely, to become a lean, mean 
company once again. They agreed to 
stand by us and since then we've 
reduced our losses to such an extent 
that by Christmas we'd become a 
profit-making company once again." 

The computer industry is so 
embroiled in the future that it's con¬ 
tinually looking to kill off what it per¬ 
ceives as the weakest machine. Since 
the death of the Atari ST, all eyes 
have focussed on the Amiga, with 
some declaring that this may well be 
the machine's last successful Christ¬ 
mas. Not so, according to David. 

"We're running an advert with 
about twenty to twenty five senior 
industry figures outlining what they 
think of the state of the market, and 
I can assure you that everything is 
extremely buoyant. Everything. So in 
spite of what some are saying, the 
people who are close to the Amiga 
know exactly what the situation is. 
The net result is that the market is 
still extremely supportive of us." 




I believe that we will become 
seen and acknowledged as having the 
number one games console in the 
market, certainly in terms of techno 
logical superiority. 


David Pleasaitce 
Commodore UK's joint MD 


JJ 



The machine that Commodore's 
hopes rest on - the CD32. 


David is certain of Commodore's 
goals for '94. "I think that what we 
have to do is to consolidate our 
financial position and to continue to 
maximise our technological advan¬ 
tage," he reckons. "We're investing 
a huge amount in research and 
development and I think we'll 
strengthen our position and enhance 
our reputation as the number one 
CD-ROM producers. I believe that we 
will become seen and acknowledged 
as having the number one games 
console in the market, certainly in 
terms of technological superiority." 

One of Commodore's major prob¬ 
lems is that they're tarnished by the 
mistakes of last year, when new 
machines were launched with fright¬ 
ening regularity. 

"It's true to say that sales have 
undoubtedly suffered from the 
A500/A500 +/A600 farce," admits 
David, "which is a memory we're just 
about managing to shake off. Unfor¬ 
tunately, all the rumours of new 
machines wreak havoc - I've had peo¬ 
ple coming up to me and saying 
'Well, I would buy an A1200 but I 
think I'm better off waiting for the 
A1400' - a machine that will not exist 
within the foreseeable future. 

"I can tell you that we're working 
on the next two generations of 
CD32s, although what they'll be like 
and when they'll happen is another 
thing entirely. Although things have 
a habit of changing rapidly, at this 
point in time I can say that these 
machines won't be available during 
the next twelve months. 

"I can absolutely, completely and 
utterly refute any reference to any 
product that is due to fall in between 
the A1200 and the A4000. I've had 
discussions as recently as last week, 
and although there's no doubt that 
the need for that kind of machine is 
there, the only hindrance is the price 
point - if I could produce a machine 
with that spec for less than £600 
then I would but. Unfortunately, the 
reality is that I never will." 























lore's 
^at we 
te our 
nue to 
idvan- 
pesting 
h and 
we'll 
ihance 
tf one 
hat we 
hedged 
games 
inly in 
ority." 
r prob- 
by the 
i new 
fright- 


i have 
r\ the 
admits 
re just 
Unfor- 
f new 
d peo- 
taying 
• but I 
or the 
rt exist 


xfcing 
ns of 
>e like 
lother 
i have 
it this 
these 
luring 


!y and 
o any 
tween 
e had 
week, 
t that 
Mne is 
► price 
tchine 
£600 
V. the 


m30 Y mate! 


^titioive i 

















o 


RECOMMENDED 


SPECIAL 


A slight change of format this month as 
each member of The One team outlines 
his personal Amiga Top Ten from 1993 
and we list all the marks for all the 
games over the past year. See if you 
agree or not... 


DAVID UPCHURCH 



"Phew! Is it over 
I already? Why, it only 
seems like five min¬ 
utes since we were 
bidding farewell to 
'92 and raising a glass 
to '93. So has it been 
a good year? Easily, 
yes. The quality of the 
games has never been 
higher, the A1200's 
been selling quicker 
I than they can make 
the damn things and Commodore has weathered 
its financial storms unharmed. 

"In fact, I reckon 1993 will go down as the 
most significant year in the development of the 
Amiga range since the A500's launch back in 
1985. Why? The Amiga CD32, of course. If the 
machine is actually achieving the sales that Com¬ 
modore claim it is (through no fault of its 
appalling TV ad. I'll wager) then the future looks 
very rosy indeed. 

"Already, with games likes Liberation and 
Microcosm, we're seeing just what the machine 
is capable of. And with superb games like these 
more and more people will be attracted to the 
Amiga fold. (I'm beginning to sound like David 
Pleasance here). I wish the CD32 well: the 
machine is a brilliant piece of kit and deserves to 
be a success. However, I do wish that Commodore 
would sort out the CD drive add-on for the 
A1200... 

"Yup, it's been one hell of a year, and 1994 has 
the potential to be even better. One thing's for 
sure: those doom merchants who gloatingly pre¬ 
dicted the death of the Amiga have been proved 
to be talking out of their joystick ports. 

"By the way, has anyone seen Andrew Wright 
recently...?" 



(1) FRONTIER: ELITE 2 
GameTek 


“A lot of people have written in complaining 
that I rated Frontier far too highly. Some 


even said that they thought it was crap. Look, I 
know it's not going to be everybody's cup of tea 
but 'crap'? Hardly. Even if the gameplay is too 
complex to appeal, it deserves praise simply for 
its vastness and the quality of the graphics. 
Anyway, I think it's superb - the best Amiga game 
ever - and I'll beat up anyone who says 
otherwise. Orlwight?" 


(2) SOCCER KID 
Krisalis 


"I love a good platform game - and they don't 
come much gooder than Soccer Kid. It's beautiful 
ly crafted in absolutely every department, from 
sound to graphics, 


gameplay to difficulty. 
In fact, it looks so gor¬ 
geous it's hard to 
believe it's running on 
a basic A500. Stunning, 
Brian. Perhaps they 
should make 'Ver Kid' 
the new manager of 
England?" 



(3) DESERT STRIKE 
Electronic Arts 


"Now this is a real rarity - a shoot-'em-up that 
requires a little, and occasionally a lot, of brains 
to play... plus a hyper-active trigger finger, natch. 
A conversion from console land. Desert Strike has 
been enhanced in just about every department 
making it even better than the Mega Drive origi¬ 
nal, something which always scores points with a 
rabid Amiga lover like me." 


(4) SPACE HULK 
Electronic Arts 


"How many games do you know that have a real 
atmosphere of suspense and tension? Very few. 
I'll bet. Space Hulk is definitely one of that select 
band. If you can find a scarier game than this, 
well, you can keep it - after playing Space Hulk I 
have enough trouble sleeping at nights as it is. A 
superior blend of action and strategy. Space Hulk 
deserves to be in your software collection NOW!" 


(5) INDIANA JONES AND 
THE FATE OF ATLANTIS 
US Gold 


"As far as I'm concerned LucasArts can do no 
wrong and this game maintains their well-earned 
reputation for quality. It would have featured 
more highly in my top ten if it wasn't for the 
ridiculous amount of disk swapping single-drive 
owners have to endure and the occasional s-l-o- 
w-n-e-s-s in crowded places. You should buy it 
now, partly because it's likely to be LucasArts' 
last Amiga game. Boo-hoo!" 


(6) DUNE 2 
Virgin 


"Normally strategy games leave me colder than 
deep-frozen cod fillet, so you can imagine how 
suspiciously I approached Dune 2. But as it turned 
out it was corker; very playable and incredibly 
atmospheric with some excellent sampled speech. 
And you get to kill lots of people too. Spice min¬ 
ing has never been so much fun. Apparently." 


(7) ALIEN BREED 2 
Team 17 


"All good things to those who wait, so the saying 
goes. And 'good things' don't get any better than 
this excellent sequel to the classic original. More 
aliens, more weapons, more levels, more action - 
what 'more' could you ask for? And as for those 
people complaining it's too easy - yeah, right. 
Apparently the next one will be in 3D. What's the 
betting they'll name it Alien Breed 3D? I can't 
wait..." 


(8) HIRED GUNS 
Psygnosis 

"A bit of a departure for DMA Design from the 
cutesy excesses of Lemmings 2, Hired Guns scored 
in my book for being so damn nasty. There's a 
vicious thrill to be had from zapping sweet little 
Andrex puppies in dark passageways - but, I has¬ 
ten to add, not in real life, of course. The only bad 
point is it's so bloody tough but - hey! - I lurve a 
challenge." 


(9) THE LOST VIKINGS 
Interplay 

"Although I liked Lemmings 2 lots, I found this 
arcade puzzler more enjoyable to play, mainly due 
to its greater emphasis on arcade action than puz¬ 
zles and also due to 
the beautifully 
animated Viking char¬ 
acters. The game also 
holds a special place 
in my heart for inspir¬ 
ing possibly our 
greatest spineline of 
the year - 'Norse-y but 
nice!' Classic." 



(10) SYNDICATE 
Electronic Arts 


"Like Hired Guns, this has a high blood-and-bodies 
count and is all the better for it. (Are you getting 
the impression that I'm a vicious little so-and-so?) 
The Bladerunner-ish graphics and sombre music 
combined with superb strategy-based gameplay 
made this one of this year's few games that I 
played all the way through to the end. Brill." 


— 



























RECOMMENDED 



SIMON BYRON 

“When we decided to 
write a Recommend¬ 
ed Special Edition: 
(Director's Cut) out-! 
lining our top ten j 
games of 1993, Ij 
thought it would be j 
an easy task. I like to j 
consider myself as an j 
arcade-y kind ofj 
games player - if you j 
asked me whether orj 
not I like RPGs orj 
strategy game's I'd generally respond with the j 
negative - and I imagined that my list would con- j 
sist entirely of reaction-testing blasters. So howj 
many RPG/strategy games make it into my per- j 
sonal Top Ten? Five. Embarrassing, isn't it? 

"But that's not to say that we haven't had our j 
fair share of excellent shoot-'em-ups, puzzle: 
games and flight sims. In fact, I reckon that 1993 j 
will go down as the best year all-round for the j 
Amiga. We've seen a decline in crap releases! 
(although Super Sports Challenge is the obvious i 
exception here) offset by a remarkable amount of j 
decent games - you only have to look at the j 
round-up over the page for conformation of this, j 
Which has to be a good thing. And if software: 
publishers would only wake up to the fact that ! 
the Amiga most definitely isn't a dying format j 
then I can only see this positive trend continuing, j 
"By the way. Beneath A Steel Sky isn't featured j 
here because it's not out until January, but I'd \ 
guess that if I was able to include it then it would j 
be either number one or number two. Can some- j 
one please remind me about it next year? I 
Thanks." 


(3) DUNE 2 
Virgin 

"Even though the gameplay doesn't vary that 
much from mission to mission and a level will 
take you at least an hour and a half to play 
through, remarkably. Dune 2 never becomes bor¬ 
ing. Not once. The speech and sound effects 
enhance the overall atmosphere (that word again) 
and the gameplay is as finely tuned as a grand 
piano. This beats Sim City hands down as far as 
I m concerned, mainly because you get to kill peo¬ 
ple." 


(4) DESERT STRIKE 
Electronic Arts 

"Although I like the odd mindless shoot-'em-up as 
much as the next man, this stunner from EA is 
rated so highly mainly because there's as much 
brain work as trigger action. Balancing the need 
to conserve your ammo and fuel against sweep¬ 
ing across the terrain guns-a-blazing elevates 
Desert Strike to classic status and if its chart suc¬ 
cess is anything to go by. I'm certainly not in the 
minority here." 


(7) HIRED GUNS 
Psygnosis 

"Another RPG. Damn - I'll develop hideous acne in 
a minute and start spotting trains. But then 
again, I'm not embarrassed by being a self-con¬ 
fessed Hired Guns addict - the game is polished to 
perfection in every area and plays like a dream. 

Its only problem is that it's a bit too hard but if 
you fancy a challenge then you can't go wrong 
here." 


(8) SUPERFROG 
Team 17 




(1) LIBERATION 
Mindscape 

"Possibly the most impressive release of the year, 
Tony Crowther and Ross Goodley's absolutely 
breathtaking adventure is quite simply the most 
absorbing game I've ever played. The Cyberpunk 
atmosphere is maintained brilliantly and the 
sheer lastability of Liberation should ensure that 
the CD32 sells by the bucketload." 

(2) CANNON FODDER 
Virgin 



I (5) SPACE HULK 
I Electronic Arts 

I was hooked on this little beauty ever since we 
! received the demo and thankfully the final game 
| tu rned out to be even better. Space Hulk is quite 
possibly the scariest game you'll ever come across 
- it manages to sustain the tension during every 
single second - and the arcade action is coupled 
brilliantly by the strategic requirements needed 
to reach the latter missions." 

(6) FLASHBACK 
US Gold 

"Yes, I apologise. Back in March I proclaimed this 
to be the game of the year and here I am rating it 
as my sixth favourite. Still, this isn't a bad show¬ 
ing by any means and as far as arcade adventures 
go. Flashback is one of the slickest around. 
Although it is perhaps a bit too sprawling for its 
own good, the continuity and surprising storyline 
still stand up well a good nine months on." 


"As far as I'm concerned, this Team 17 release is 
quite possibly their best yet. There are hideously 
tricky levels to negotiate but the control method 
is so finely-tuned that if you do end up as a 
Frenchman's dinner then it's through no fault of 
your own. What it lacks in originality it makes up 
for in sheer enjoyment and although some 
wouldn't agree with me I really couldn't care 
less." 


(9) THE SETTLERS 
Blue Byte 

j "One of the surprise hits 
j of the year. The Settlers 
j combines traditional 
j 'Sim' gameplay with 
j fantastically cute graph- 
j ics. The animation of the 

j tiny Settlers is enough _ TflMI „ - f - ■ 

j to make a grown man go ga-ga and, thankfully, 
j this is just the icing on an already tasty cake. If 
i y° ur the slightest bit hesitant about buying this 
j kind of game then The Settlers should be enough 
j to convert you." 

(10) GUNSHIP 2000 
MicroProse 



"Those Sensible boys just don't know when to 
quit, do they? Not only do they ruin any chance 
of us going more than an hour without sneaking 
over to the Amiga and challenging someone to a 
game of soccer, but they've also ensured that not 
thirty minutes go by without us going over to the 
Amiga and embarking on one of the most 
playable arcade bloodfests you're likely to come 
across. The gits. " 




j "I nearly forgot to include this one (sorry Alien 
j Breed 2), but on reflection Gunship 2000 has 
j rned its Place in Amiga gaming history by 
j vi . rtue of being one of the slickest and most fun 
flight sims available. The 3D game-engine is one 
of the fastest around and the mission and ter¬ 
rain designs constantly keep you on your 
toes. Right smart, and no mistake." 


— 






























RECOMMEN 
MATT BROUGHTON j 


"Having started writ- j 
ing for The One back j 
in June, this has to I 
have been the most I 
interesting year for \ 
me as far as Amiga j 
games go. The jour- j 
ney from humble j 
reader to 'man on the j 
inside' hasn't been j 
easy, but I think I've ! 
managed okay. 

"Trying to think i 
back over the year, the first thing that springs to j 
mind is the number of long-awaited sequels that j 
we've had. Elite 2, Uridium 2, Alien Breed 2, Zool i 
2 and Body Blows Galactic all finally made it onto j 
the Amiga, and in honesty, I doubt we'll ever j 
experience anything quite like Frontier's buzz j 
again. (I hope I'm wrong, though). 

"Once again the A1200 didn't receive the soft- j 
ware it deserved, but with the launch of the mag- I 
nificent CD32, perhaps now we'll start to see 
what the Amiga is really capable of. It seems that 
A1200 owners have so far had to make do with 
standard games, slightly tweaked with addition¬ 
al graphics and sound, on the shelves three or 
four months after the original A500 versions. Per¬ 
haps now we'll see CD32 and A1200 versions 
being developed together - though I've yet to be 
convinced that the industry will ever use the CD 
format as anything other than just a good way of 
making the same games look and sound more 
juicy. I hope we don't have to start reviewing 
games just for their intro sequences! 

"And 1994? Well, the Amiga is alive and well 
and, from the look of things, in for another year 
of people saying that it's dead. Still, what do they 
know? Merry Christmas." 


u 
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(1) THE SETTLERS 
Blue Byte 




"If there was ever a game bristling with charac¬ 
ter, it's this darling. I've never been as upset over 
a computer game as when I've had to turn off a 
Settlers game - killing hundreds of innocent 
beings going about their daily business. Apart 
from being a damn fine game. The Settlers has 
given people like you and me the chance to have 
a living, breathing world inside our Amigas. Just 
brilliant." 



JETSTRIKE 
Rasputin 

It wouldn't surprise me if I'm the only person 
that ever goes on about this game, as it's the 
sort that only shows its brilliance once you've 
given it a lot of time. I particularly like it 
because it reminds us that games are good 


D E D 


because of gameplay - not just because they look, 
sound and are marketed as if they are. Here 
endeth the lesson." 



(3) FURY OF THE FURRIES 
Mindscape 

"A simple game in theory, made brilliant by some 
well thought out graphics, and some excellent 
character injections. This has all the winning 
qualities of Lemmings, but without being 
anything like it - a first in itself. Easy puzzles 
made playable and difficult puzzles made fun. I 
hope we see these guys again soon - especially 
the Green one!" 


(4) FRONTIER: ELITE 2 
Gametek 



"1993 was without a doubt Frontier year, and the 
incredible number of calls we received only hint¬ 
ed at just how well the game would do. Although 
the final product was spoilt with silly bugs, it still 
has to be credited for its value for money - being 
the sort of game that you could explore forever. 
It's also meant that I've managed to meet an old 
hero of mine, David Braben, not to mention being 
'forced' to play it to write the Player's Guide!" 

(5) FLASHBACK 
Delphin 

"The Settlers may have bulged with character, 
but as far as I'm concerned, nothing can touch 
Flashback in terms of realism and atmosphere. 

For a while, I was Conrad, and I did roll, jump and 
shoot at nasty things. Whereas most games rely 
on fantasy for their success. Flashback took you 
to a real alternative world - and then left you 
there. Incredible!" 


(6) CANNON FODDER 
Virgin 

"Out the window with atmosphere and plot, and 
in with sheer fun and exquisite game play. 
Cannon Fodder has all the trademarks of a clas¬ 
sic, with an excellent variation of an old idea. 
What could be more fun (and less humane) than 
running around killing soldiers and blowing up 
houses? See, you can't think of anything! Nor 
could Sensible Software, and thank Zod for that." 



(7) SYNDICATE 
Bullfrog 


"Back in the world of atmosphere. Syndicate 
scores in a similar way to Flashback, by holding 
the illusion perfectly. Most games fail to hold 
their plot because of flaws in the world around 
it, but wandering around the intrigue-filled cities 
of Syndicate was as good as being there. And, of 
course, my violence award of 1993 goes to the 
flame thrower victims. Toast anyone?" 


(8) SPACE HULK 
Electronic Arts 

"There aren't many games that have made me 
physically sweat (in fact I think the last thing 
that did that was the footstep noise in Dungeon 



Master) but Space Hulk did this and more. With 
creepy sound effects and a perfect claustropho¬ 
bic atmosphere - I really was stuck down a corri¬ 
dor with two dead mates and a ship full of aliens. 
Panic like never before." 


(9) INDIANA JONES AND 
THE LOST FATE OF 
ATLANTIS (Adventure) 
LucasArts 

"As far as I'm concerned, this was best adventure 
on the Amiga in 1993 - and second ever to Legend 
of Kyrandia (Malcolm is just the best!). An excel¬ 
lent adventure, with some clever ideas, made 
even better by the choice of 'paths', although 
slightly hindered by its speed and disk swapping 
problems. Nonetheless, a classic in Amiga adven¬ 
turing." 


(10) DUNE 2 
Virgin 

"The sort of game to be played over a number of 
months. Dune 2 took strategy and planning to a 
new height. It teases you with the promise of 
new toys as you progress, whilst keeping the 
mixture of action and strategy at a constant 
level. Not the sort of thing you can do justice to 
unless you've got a decent number of hours to 
dedicate to it. Fortunately, I have. Fortunately, I 
did." 
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THE COMPLETE RECOMMENDED 

Here it is - every original game reviewed during 1993 (over 150 of them!). It all makes 
for interesting reading, wouldn't you agree? 
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JANUARY 

Street Fighter 2 

Indiana Jones 

and the Fate of Atlantis 

KGB 

Krusty's Super Funhouse 

Robosport 

Tearaway Thomas 

Waxworks 

TV Sports Boxing 

Alien 3 

Cytron 

UGH! 

Cool World 
Gobliins 2 

Leeds Utd Champions! 


FEBRUARY 

The Chaos Engine 
Nick Faldo's 
ChampionshipGolf 
Sleepwalker 
Ragnarok 

Historyline 1914-1918 

Darkseed 

Trolls 

Dalek Attack 
WWF European Rampage 
AV8B Harrier Assault 
Dragon's Lair 2 
Euro Soccer 

Joe & Mac Caveman Ninja 


MARCH 

Flashback 
Body Blows 
Lemmings 2 
Lionheart 

Universal Monsters 

Walker 

Exodus 

Creatures 

Transarctica 

Crystal Kingdom Dizzy 


APRIL 

Desert Strike 
Superfrog 
Arabian Nights 
Combat Air Patrol 
Chuck Rock 2 
Prime Mover 
Abandoned Places 2 
Space Crusade: 

The Voyage Beyond 
A-Train 


US Gold 

US Gold 

Virgin 

Acclaim 

Ocean 

Europress 

Accolade 

Mindscape 

Acclaim 

Psygnosis 

Global 

Ocean 

Coktel Vision 
CDS 


Renegade 

Grandstand 

Ocean 

Mirage 

Blue Byte 

Cyberdreams 

Flair 

Admiral 

Ocean 

Domark 

Empire 

Flair 

Elite 


US Gold 

Team 17 

Psygnosis 

Thalion 

Ocean 

Psygnosis 

Global 

Thalamus 

Silmarils 

Codemasters 


Electronic Arts 

Team 17 

Krisalis 

Psygnosis 

Core Design 

Psygnosis 

ICE 

Gremlin 

Maxis 


89% 

88% 

86% 

84% 

80% 

78% 

78% 

76% 

74% 

72% 

71% 

62% 

47% 

18% 


85% 

85% 

84% 

82% 

81% 

80% 

80% 

65% 

46% 

41% 

38% 

26% 

22% 


93% 

92% 

91% 

91% 

84% 

81% 

71% 

69% 

67% 

63% 


93% 

93% 

90% 

89% 

86% 

78% 

77% 

77% 

75% 


MAY 


B17 Flying Fortress 
Beavers 

Nippon Safes Inc. 

Scrabble 
Sink Or Swim 

Championship Manager '93 
Graham Gooch Cricket 
Cohort 2 

Tom Landry Strategy Football 


JUNE 


Goal! 

The Lost Vikings 

Worlds Of Legend 

The Ancient Art of 

War in the Skies 

Woody's World 

Human Race: Jurassic Levels- 

Morph 

Super Cauldron 

Firehawk 

Entity 

International 
Rugby Challenge 


JULY 


Dune 2 
Gunship 2000 
Syndicate 
Ishar 2 
B.A.T. 2 

One Step Beyond 
War In The Gulf 
A320 Airbus U.S.A. 
D-Day 


AUGUST 

Battle Isle '93 
Deep Core 
Beastlord 
Campaign 

Galactic Warrior Rats 
Universal Warrior 
Sim Life 
1869 

Global Gladiators 
Nicky 2 

Whale's Voyage 


SEPTEMBER 

Soccer Kid 
Hired Guns 
Premier Manager 2 
Yo! Joe! 

The Patrician 


MicroProse 
Grandslam 
Global 
US Gold 

Zeppelin Premier 

Domark 

Audiogenic 

Impressions 

Merit 


Virgin 

Interplay 

Mindscape 

Microprose 
Global Software 
Mirage 
Millennium 
Titus 

Codemasters 

Loriciel 


Domark 


Virgin 
MicroProse 
Electronic Arts 
Silmarils 
UBI Soft 
Ocean 
Empire 
Thalion 
US Gold 


Blue Byte 
ICE 

Grandslam 

Empire 

Alternative 

Zeppelin Platinum 

Mindscape 

Flair 

Virgin 

Microids 

Flair 


Krisalis 
Psygnosis 
Gremlin 
Play Byte 
Ascon 


84% 

84% 

83% 

82% 

80% 

80% 

65% 

63% 

58% 


91% 

90% 

89% 

79% 

79% 

78% 

77% 

59% 

59% 

52% 

37% 


90% 

90% 

88% 

86% 

84% 

83% 

82% 

81% 

64% 


89% 

81% 

80% 

80% 

80% 

80% 

74% 

71% 

68% 

66% 

51% 


93% 

91% 

90% 

84% 

82% 


Mean Arenas 
Blades Of Destiny 
Diggers 
Blob 

International Open 

Golf Challenge 

Jocky Wilson's Darts 

Fistfighter 

Napoleonics 

Super Sport Challenge 


OCTOBER 

Space Hulk 
Jurassic Park 
Micro Machines 
Overkill 
Alfred Chicken 
Gearworks 
F17 Challenge 
Disposable Hero 
Blastar 

Bob's Bad Day 
Burning Rubber 
European Champions 
Thomas the Tank Engine 2 
Huckleberry Hound 


NOVEMBER 

Frontier: Elite 2 
Beneath A Steel Sky 
Uridium 2 

Brutal Sports Football 
Qwak! 

Wiz 'n' Liz 
Overdrive 
Donk! 

Oscar 
Turrican 3 
Theatre Of Death 
Cardiaxx 
Dogfight 


DECEMBER 

Liberation: Captive 2 

Cannon Fodder 

Alien Breed 2 

Stardust 

The Settlers 

Body Blows Galactic 

Second Samurai 

Wonder Dog 

Star Trek 

Globdule 

Perihelion 

F-117A Stealth Fighter 
Magic Boy 
Kingmaker 
Cyberpunks 
Suburban Commando 


ICE 

US Gold 
Millennium 
Core Design 

Ocean 

Zepplin Platinum 
Zepplin Platinum 
CCS 

Microids 


Electronic Arts 
Ocean 

Codemasters 

Mindscape 

Mindscape 

Software Business 

Team 17 

Gremlin 

Core Design 

Psygnosis 

Ocean 

Ocean 

Alternative 

Alternative 


Gametek 

Virgin 

Renegade 

Millennium 

Team 17 

Psygnosis 

Team 17 

Supervision 

Flair 

Renegade 
Psygnosis 
Team 17 
MicroProse 


81% 

73% 

70% 

67% 

51% 

49% 

36% 

23% 

14% 


91% 

89% 

89% 

89% 

86 % 

84% 

84% 

83% 

81% 

80% 

78% 

71% 

56% 

17% 


96% 

93% 

91% 

88% 

88 % 

86% 

83% 

80% 

79% 

79% 

74% 

66% 

62% 


Mindscape 

94% 

Virgin 

93% 

Team 17 

91% 

Daze 

91% 

Blue Byte 

90% 

Team 17 

87% 

Psygnosis 

87% 

Core Design 

84% 

Interplay 

83% 

Psygnosis 

82% 

Psygnosis 

82% 

MicroProse 

80% 

Empire 

79% 

US Gold 

67% 

Core Design 

53% 

Alternative 

45% 

■ ■' 
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world exclusive we took the wraps off Core 
i major three-part Work In Progress, the sec 


Hi, David the Editor here. Normally it r s Simon the Deputy 
who does the Next Month! page but this issue l r ve decided to 
take over the reigns. You see. I've been less than happy with 
his performance over the last few months. 

Oh, there's been nothing wrong with his writing - it was 
probably very entertaining, especially if you have the IQ of a 
four-year-old goat. No, the problem lies with his accuracy. 
Basically, he's been lying. And worse, he's been lying to you, 
my beloved readers. 

I've been studying his so-called 'Next Month page' and 
have found it to be full of fallacies, errors and, on occasion, 
sheer made-up rubbish. Take last month, for example. Simon 
(or Simski as he decided to rename himself) promised you a 
review of Hero Quest 2 this month, but where is it? Nowhere 
to be seen. 

So now I'm here to put things straight. Obviously it's diffi¬ 
cult getting the facts right about what's going to appear in 
the next issue so I've decided, after much thought, to tell 
you what was in the last issue. That way I can be sure of giv¬ 
ing you 100% accurate information. That should put an end 
to the letters of complaint. 

LAST MONTH! 

With David Upchurch. 

If you thought this Xmas special issue was good, you should've seen 
last month's! We had a whole goody bag of excellence waiting for you. 
Just feast your eyes on this 
little lot... 


• HEIMDAI 

Yes! In a complete and 
this, the first instalment of a 
month! 


's stunning sequel in 
second of which you read this 


• LIBERATION! 

It # s the game they were all talking about! Mindscape unveiled their incredible CD32-only RPG! It was 
a corker! 

• FRONTIER: ELITE 2! 

Maybe, just maybe, we might have reviewed this last issue! Or, then again, it might have been the 
month before. You'll just have to not wait and see. 

• DISKS! DISKS! DISKS! 

Could you believe it? Alien Breed 2, Brian the Lion and Bob's Bad Day were all on last month's incred¬ 
ible disks! 

Wasn't that a lot better? None of Simon's usual rubbish. If he was doing 
it he'd probably be saying things like "Ooh, we might have an exclusive 
demo of Rise Of The Robots, the brilliant new beat-'em-up from 
Mirage." Or "Ummm, there'll probably be a review of Darkmere, the 
long-awaited isometric adventure from Core." Or "Look out for the 
^ full review of the finished version of Seek & Destroy." But you 
didn't get any of that guff from me. 

Ta-ta for now. 
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**..with graphics and some el) boppy 

soundtracks, it's a platform game that just drips class 


•w The graphics are , wonderfully drawn 

and fell animated ... 

This is the platformer I've played in ages5 


Dog wonder or dog meat? It's all in the attitude! 

Travel the galaxy visiting worlds where the 
unexpected is the norm. Seek out and defeat 
the marauding General Von Ruffbone and 
his evil Pitbulhes on your own planet, K9. 

The ultimate challenge for any £ 

streetwise young pup. 
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00000020 

vailable on Commodore Amiga (1 meg) only 
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WHEN THE STREET JUST AINT 
TOUGH ENOUGH... 

GO PLAY IN THE PARK 


PC COMPATIBLES 
CBM AMIGA 
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Nintendo 
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